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| STREET FIGHTER WN TERMINOLOGY : 


Before beginners can use the strategies, combos, and tactics presented inthis guide, i's important to learn the common vocabulary of the Street Fighter Il community. This language consists of not only official terms, but also 


naming conventions coined by various players as new techniques were created ond explained. Learning these basic terms also provides a solid understanding of the core strategic concepts to construct effective gameplans, 


BASIC ABILITIES 


Despite the diversity found in the Street Fighter cast, each fighter shares 
the same control configuration and, therefore, the same basic move set, 
These moves are divided amongst several categories, each with distinct 
properties separating them. 


NORMAL MOVES 


Normal moves are attacks that require no control pad input. For exam- 
ple, when you press HP your character responds with « Hard Punch, 
. Normal moves are great for stopping special normals or special moves. 
| Normal moves come in fur basic groups, induing: crouching normals 

(hold + on the control pad), close normals (close to an opponent), far 
normals (at a distance from an opponent), or jumping normals (in the 
‘ir, pressing a punch or kick button). 


SPECIAL NORMALS 


Special normals are moves that require one controller motion plus a but- 
fon. son example, try Chun Lis + + HK. This makes her perform a 
Knee Flip Kick high into the air over opponents. These moves aren't part 
of the four basic groups of normal moves that each character has in 
common. Almost every character has one (or more) of these moves, so 
lear to utilize them. 


SPECIAL MOVES 


Special moves are moves that require multiple controller inputs plus a 
punch or kick at the end of the last input. These are powerful attacks 
that inflic! 0 lot of damage to an 
‘opponent. Almost all special moves 
can be used at the end of a combo 
for o big finish. Special moves also 
cause block damage, so be wary of 
blocking on opponent’s special 
moves when your character is low 
§} on health. 


SUPER COMBO 


Super combos only exist in Super Street Fighter I! Turbo, These attacks 
have special properties that-usually consist of one (or more) special 
‘moves that are modified to have shadows behind them. Almost all sof 
these attacks can be used in a combo, and some can be followed up with 
‘normal or special moves. All super combos have invincibility frames at 
the begining, so they cannot be stopped before they reach their attack 
phase. Also, all super combo attacks require a full Super Meter, and the 
cottack drains the entire meter upon execution, 


THROWS 


‘Throws are performed by pressing + or + along with a medium punch, 
hard punch, medium kick, or hard kick (depending on the character). 
Throws are inslantoneous ond unblockable, but they cannot be used 
while an opponent is reeling from an attack or stuck in a block anime: 
tion following a blocked attack. Ground throws cannot be used against 
airborne opponents. Therefore, it's possible to escape every throw 
attempt by using a properly timed counter-attack with invincibility 
frames (such os Guile's Somersault Kick or M. Bison's Knee Press 
Nightmare). Any throw with multiple its is not techable, and only Super 
Turbo characters have the ability to tech a throw. 


BLOCK DAMAGE 


Block damage isa term used to describe the damage dealt by a blocked 
special move. An attack’s block damage is usually a small fraction ofits 
actual damage (the damage that would normally be dealt ifthe attack 
‘were not blocked). However, a cornered opponent forced to block mul- 
tiple special moves without a safe means of escape will quickly lose a 
significant portion of life, Super combos also deal block damage when 
they ae blocked. 


INVINCIBILITY FRAMES 


Some special moves and super combos have invincibility frames, usual- 
{y at the beginning af the attack, During this short period of time, the 
character becomes invulnerable to all attacks. A great example of this 
is Chun-Li's super combo (Senretsukyaku) where she unleashes six kicks 
in a row, She can pass through projectiles by performing this super 
combo at the last moment, and proceed to pummel her surprised oppo. 

nent. Special moves such as Ryu's Tatsumaki Senpukyaku (from Street 
Fighter {I Turbo) also have invinci- 
bility frames, In this cose, the short 
invincibility period begins when Ryu 
eaves the ground and lasts until he 
starts to spin around in the oir, With 
proper timing, this move can be 
used to pass through projectiles or 
escape any throw setup. 
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BASIC COMBO THEORY 


j> 5 simplest terms, a combo is a series of attacks that cannot be blocked or escaped from once the initial attack connects. Standard ground combos end when an opponent is allowed enough time betwoen hits to recover 
sé block), or when the opponent is pushed out of attack range. With the exception of a special set of moves available in Super Street Fighter 1! Turbo, no attack can hit the opponent following a knockdown. The challenge 
-alczastructing powerful combos lies in avoiding these limitations for as long as possible. Although it's impossible fo catalogue every possible combo, most combos are composed using o relatively small set of simple techniques, 


Sederstanding these principles is the first step in creating new and interesting combos, 


RAPID-FIRE WEAK ATTACK COMBOS 


‘Most characters have at least one standing or crouching light attack that 
con be chained into another, known as a rapid-fire weak attack. A 
“chain” is the interruption of one 
normal move by using another nor- 
mal move. The only characters with- 
‘out ony rapid-fire weak attacks are 
E, Honda, Blanka, Dhalsim, Vega, 
Hand Sagat, 


a mi 


\ PRESSING THE CROUCHING LP BUT- 
] TOW REPEATEDLY WITH ZANGIEE 
WELDS A FOUR OR FIVE-HIT RAPID~ 
HIRE WEAK ATTACK COMBO BEFORE AN 
OPPONENT 18 PUSHED OUT OF RANGE, 


LINK COMBOS 


‘Many attacks cause such a long hit stun and recover so quickly that an 
‘opponent i lft reeling long after the attack animation finishes. You can 
follow the natural end of one move with another move, so that the two 
register as a combo. This is known as a “link.” 


178 rossiele To LINK Biaukas \ 
CLOse STANDING MIP WITH 
ANOTHER CLOSE STANDING MP, 
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CANCEL COMBOS 


One of the groundbreaking features of the Street Fighter I game 
engine is the ability to “cancel” normal attacks. A cancel is the inter- 
tuption of a normal attack into a special move. Not all normal moves 
can be cancelled, and some characters have different sets of normal 
‘moves that cancel from one version to the next. 


ATER LANDING KEN'S CROUCHING 
MK, vou simply NEED TO Com- 
PLETE THE HADOKEN MOTION TO 
TRUNCATE THE CROUCHING MK 
RECOVERY ANIMATION AND SCORE A 
| 7WO-HIT CANCEL COMBO, 


JUMP ATTACK COMBOS 


Jump attacks make excellent combo 
‘openers for a number of reasons, 
including: they cause a lengthy hit 
stun; they don’t push an opponent 
back very for; ond they permit 
nother attack almost immediately 
Upon landing. A common miscon- 
ceplion is that i’s always necessary 
to perform a “deep jump-in” attack 
(on air attack performed os late os 
possible). While this method allows 


ground attack, it also pushes the 
opponent further away froff the 
atlacker. On the other hand, a “high 
jump-in" (an ir attack performed 
cs early as possible) leaves the 
caHacker some cir time to land clos- 
er to the opponent, but tightens the 
timing on the follow-up ground 


Ryy's wre HPS WITH HS 

ctose sranoine HP, HOWEVER, 
ITS WISE 70 ONLY FINISH WITH HIS 
€P SHORYUKEN IF THE COMEO IS 
STARTED VIITH A HIGH JUMP-IN HIP, 


| for more time to follow up with a 
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ADVANCED COMBO TECHNIQUES 


‘An “illegal cancel” is something like crouching LK, crouching LK, crouching LK, or Flash Kick, Normally, the game doesn’t allow rapid-fire weak attacks to be canceled after they have been chained together. However, you can 
ulize the Renda Kara technique to circumvent this rule. Although i’s not necessary to master these techniques to be successful against most opponents, many players find them interesting intricacies of the game engine. “ 


CROSS-UP JUMP ATTACK COMBOS 


Some jump atfacks can hit an opponent from in front of and behind on 
‘opponent. Jumping over an opponent and connecting with this type of 
sir attack while facing the wrong way is known as performing a “cross- 
up” jump attack, Since cross-ups are performed while facing away from 
‘on opponent, they pull the opponent toward the attacker instead of 
pushing them away. This creates opportunities for longer combos than 
normal compared with frontal jump-in attacks. 


You caw cancel 7. Hawks 

STanome MK WT0 Hs 2-HIT 

HP THUNDERSTRIKE FOR A 3-HIT 
COMBO, ADDING A FRONTAL JUMP-~IN 
MK 70 THE BEGINNING OF THIS 
COMBO CAUSES THE SECOND HP 
THUNDERSTRIKE HIT TO WHIFF, ON 
THE OTHER HAND, PERFORMING A 
CROSS-YP JUMPIN MAK RESULTS IN A 
GUARANITEED 4-HIT COMBO, 


CORNER COMBOS 


‘stacks performed mi-screen push an opponent away from the attack- 
et. Similarly, ctiocks performed against a cornered opponent push the 
‘attacker away, The main advantage 
of “corner combos” stems from a 
tule regarding projectile attacks 
(such os Guile’s Sonic Boom or 
Sogo’ Tiger Shot) 


though projectiles typically push 
‘an opponent back, performing them 
‘against cornered opponents does 


not push the attacker away. Characters with quick projectile recovery 
can use this convention to follow the projectile up with another attack 
‘against cornered opponents. Furthermore, the corner provides a bound- 
‘ary necessary for several important juggle combos. 


WITH THE PROPER SPACING, YOU 

can caneet CHUN-LI°S STANDING 

AP ITO HER MP KIKOKEN AND 
STULL HAVE ENOUGH TIME TO LINK A 
CROUCHING MAK FOR AN IMPRESSIVE 
CORNER DIZZY COMBO, 
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JUGGLE COMBOS 


Super Street Fighter 1! Turbo was the first Street Fighter game in which 
opponents could legitimately get hit multiple times while in the air or 
after a knockdown attack, This “juggle combo” system follows very strict, 
well-defined rules. Certoin moves are assigned specific constant juggle 
potentials, which limit the number of juggle hits they can perform, 


Most super moves have a juggle potential equal to the number of times 
thoy hit, ond this property even extends to an exclusive group of spe- 
cial and normal attacks, To start a juggle combo, you must knock your 
‘opponent into the air by a move with non-zero juggle potential, After 
doing so, the opponent may be juggled for a maximum number of hits 
equal to the juggle potential of the attack used. 


IM. Bison's Knee Press Nightmare is a 4-hit super move with o juggle 
potential of four. Connecting this attack against a grounded opponent 
causes a knockdown on the final hit, creating a juggle setup. M. Bison's 
jumping MP has « juggle potential of two. Following his Knee Press 
Nightmare, use two jumping MP attacks to juggle the opponent for a 
total of six hits. Upon reaching the two juggle-hit litnit, ony further 
jumping MP attacks will fil to connect against the falling opponent. 


As a counterexample, is impossible to juggle after M. Bison's Double 
Knee Press special because it has zero juggle potential, Therefore, it 
does not qualify as a valid juggle setup, even though it knocks the oppo- 
nent just as high into the air as his Knee Press Nightmare. 


SUPER CANCEL COMBOS 


Since super combos require such lengthy input sequences, it's nearly 
impossible to perform “super cancels” in the same way that a special 
move cancels, The timing is simply too difficult to be practical. 
Therefore, it’s necessary to-incorporate the desired normal attack 
halfway into the super move command, The specific methods vary 
greatly from super combo to super combo and with each normal that is 
canceled. With a little experimentation, i's easy to find the best method 
for performing any desired super concel. 


MK ITO THE TIGER GENOCIDE 
SUPER COMBO, YOU MUST PERFORM) 
| 4 QUICK 4, %, + MOTION FOLLOWED BY) 
| A SHORT PAUSE TO AVOID EXECUTING ANY 
ACCIDENTAL GROUND TIGER SHOT AND | 
ac tM eK 
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RENDA KARA CANCEL COMBOS 


In general, the Street Fighter I! 
djume engine does not allow a rapid- 
fire weak attack to be canceled into 
special moves or super combos if it 
has been used in a chain combo. The 
easiest way to overcome this obsta- 
dleisto alternate between crouching 
‘and standing light attacks on the hit 
hefore the cancel. This isn’t a viable 
option, however, against crouching 
‘opponents because the necessary 
standing light attack will miss. 


The advanced solution, called 
“Renda Kara” canceling, is 10 per- 
form the desired number of rapid- 
fire weak attacks, then chain them 
info one more weak attack but can- 


= tothe targ! special or super combo befor it onimotes.Athough CPS1 CHAIN COMBOS This glich was removed during the transition to CPS2, ond therefore 
sseSerng this method requires extensive practice, it’s « powerful and 
sent technique. Since the final light attack is not meant to connect, 
Ss method can even use light attacks that are not normally cancelable. 


making it absent from the Super Sireet Fighter Il and Super Street 
Fighter II Torbo characters in the Hyper Street Fighter 11 Anniversary 
Gollection. 


Of the five games contained within Hyper Street Fighter I! Anniversary 
Collection, the first three games were produced for Capcom's CPS) hard- 
ware and the final two for Capcom's (PS2 hardware. Street Fighter Il, 
Sireet Fighter II Champion Edition, and Street Fighter 1! Turbo all shared 
‘ pocliar glitch known os the “CPS1 
chain,” whereby rapid-fire light kick 
attacks could be chained into medi- 
um ond hard punch attacks, 


AFTER CONNECTING WITH RYU'S 
cRovCHING LK, ITS POSSIBLE TO 
CPST CHAIN INTO HIS STANDING 
HP By USING THE LK + HP INPUT, 
THIS CAN FURTHER CANCEL INTO AN 
HP Havoxew! THIS POWERFUL 3- 
| AIT COMBO USUALLY DIZZIES ANY 
| OPPONENT, 


Following ony crouching rapid-fire 
light kick attack, you could press 
stonding LK + MP or LK + HP to |p 
Cause @ choin into that attack. The 
timing is the same as chaining 
ropidsfre light attacks. Oddly 
enough, standing light attacks can 
only be chained into crouching 
medium and hard attacks, while 
crouching light attacks con only be 
chained into standing medium and 
hard attacks. Those characters who 
do not have rapid-fire light kick 
attacks do not have this ability. 
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; AFTER CHAINING THREE CROUCH 
WG LK ATTACKS, TAP LK ONE 
MORE TIME AND ALMOST SIMUL~ 
TANEOUSLY PRESS + + HK TO REMOA 
KARA cancel IwT0 Guiles HK 
SOMERSAULT KICK FOR A 4-HIT 
congo, WHAT MAKES THIS COMBO | 
EVEN MORE INTERESTING 18 THE FAOT 
THAT GUILES CROUCHING LK IST A 
CANCELABLE WORMAL MOVE, 


DEFENSIVE ABILITIES 


The decision to block high, low, or the opposite direction is a huge factor in every match, Most standing attacks 
tre blocked high by holding + or low by holding x. Most crouching kicks hit low, so hold » to block them, 
To block jumping attacks, hold + 


CROSS-UP DEFENSE 


Fan opponent jumps over your 
character ond attempts 0 cross-up 
attack, the correct block direction 
depends on the opponent's position 
when the hit occurs. If the cross-up 
connects before the attacker makes 
ito the other side, hold + to block 
|? it, just ike a frontal jump-in attack, | 
IF the cross-up connects after the 
defender turns around, it must be 
blocked high in the opposite direction. 


TURTLING 


‘A player who does too much block- 
ing is sometimes referred to os 0 
“‘turile." This term refers to 0 defen- 
sive style of play that relies on posi- 
fioning, patience, and safe moves to 
slow down the pace of the game. 


BLOCK STUN 


Following any blocked attack, the defending characters stuck in block 
animation fora fixed! perio of tne. This condition, known as "block 
stun," variesin duration bosed upon he srenglh ofthe blocked atck, 


M1, BISON FROM STREET FIGHTER 

MW Cuaron EOITION HAS A SET 

ORDER OF MOVES THAT CAN KEEP 
AN OPPONENT I BLOCK STUN FOR THE 
ENTIRE GAME, PERFORM A SCISSOR 
Kick, croucHine MK, Lk, LP PeycHo 
CRUSHER, LK, LK, Strssor Kick (0véR 
AND OVER), YOUR OPPONENT Witt HAVE 
FEW OPTIONS TO ESCAPE A SLOW DEATH 
BY BLOCK DAMAGE, 


TICK-THROW 


While keeping an opponent in block stun, follow up any attack by imme- 
diately throwing them. This is known os “tick-throwing.” This usually 
involves using an LP or LK attack to put the character in block stun, then 
moving forward to throw them. This is one of the harder attack 
sequences to escape, 


THROW ESCAPE 


To combat an over-relionce on throwing, a throw escape system wos 
‘odded that reduced throw damage in half, This is known as “teching,” 
To perform it, input a throw command immediately after being thrown, 
This enables the defender to escape the throw and fly into the air 
halfway, only taking half damage, It takes time fo master the timing for 
this technique, but itis a great skill to learn. 


WALKING UNDER JUMP-INS 


When using o character with excellent wolking speed (such as Chun-Li 
or Vega), walking under jump-in attacks becomes a very effective air 
defense tactic. This technique enables you to avoid the opponent's attack 
‘ond gives you the initiative, Use it to set up big damage by tricking an 
opponent into blocking the wrong way at the last moment. Most char- 
Aclers can wolk under a character with on extremely slow jump (such as, 
M.Bison or Chun-Li). 


SACRIFICE THROW 


Another great technique is the “sac- 
rifice throw,” otherwise known os 
“taking the hit." In some instances, 
getting hit by on opponent's attack 
early enough enables you to recov- 
er fitst—and throw them—before 
they can follow up with another 
attack. This is great when an oppo- 
nent performs on erly jumping HK 
in an attempt to counter your char- 
‘acters anfi-cir options. By walking 
directly into the attack without 
blocking, you will be free to throw 
‘them first os they land, This tactic is 
also extremely useful in getting out 
of cross-up situations. 
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REWERSAL 


‘A“reversal” occurs when a special move or a super combo i performed 
in the first instant following hit stun, block stun, knock down, air reel 
‘animation, or throw tech. Air reel animation is simply when a character 
gets hit in the air by a non-knockdown attack. The character basically 
does «backflip and becomes invincible until he or she lands, Eoch time 


0 reversal is performed, the game notes it with a congratulatory mes-. 


sage and bonus points. Performing « reversal atfock with invincilty 
fromes is the only guaranteed counter to 0 tick-throw. 


WAKE-UP SITUATIONS 


Each time your character gets 
Knocked down, your opponent gains 
‘he opportunity to establish perfect 
spacing for an attack. In each case, 
you must get your choracter to FE 
stand up without getting hit by prop- 
erly defending him or her, This situ- 
ational guessing game is often 
referred to as “wake-up.” 


One of the most voluobe defensive Pe 
tools in this situation is the wake-up 
reversol. This term refers to a spe- |p 
ial move or a super combo per- 
formed os soon as the rising anima: 
tion finishes. By performing a wake- 
up reversal (ying 0 special move 
with invincibility frames), the 
defending player is guaranteed priority against any throw attempts or 
normal attacks. Characters from Super Street Fighter I! Turbo can per- 
form o reversal super combo on wake-up. This is extremely useful in 
corner situations, when both players are low on health, 


Apart from performing a reversal, another wake-up option is to block 
patiently. Wake-up reversals ore good for countering an opponent's 
attacks, but they leave you vulnerable if your opponent chooses to wait 
for them instead of attacking Blocking wil defend agcinst any normal 
attacks, gradually pushing you away from the attacking character. As 
long as the attacker does not attempt a throw, you will be safe, 


TRAPS 


Characters like Ryu and Ken have 
Hadoken “traps.” A trap is ony 
repeatable pattern of attack that 
limits an opponent's options, leav- 
ing the defending player at a strate- 
gic disadvantage by rewarding the 
attacking player with sustained ini- 
fiative. 


Predicting the attacker's next 
move—and taking the safest 
course of action to avoid it—is the 
only way to escape good traps. 
Sometimes the best option is to give 
vp the block damage and wait until 
the attacker becomes repetitive and 
predictable, 


CONSIDER THIS EXAMPLE! RYU 

KNOCKS DOWN YOUR CHARACTER IN | 

THE CORNER AND THROWS A 
HADOKEN THAT HITS YOUR CHARACTER 
ON WAKE-UP, YOUR OPTIONS ARE! 
BLOCK, GET HIT, OR JUMP, IE YOU 
BLOCK, RYU CAN THROW ANOTHER 
HADOKEN UI/TIL YOU JUMP, IE You 
GET HIT, RYU STILL HAS AN ADVANTAGE 
(HE CAN THROW moRE HAbOKENS), [E 
YOU JUMP, RYU CAN UAILEASH HIS 
SHORVUKEN, USE A SUPER COMBO ON 
WAKE-UP, HOWEVER, AND ITS (NVINCI- 
BILITY FRAMES Wilt ALLOW YOU TO GO 
THROUGH HIS HADOKEN AND PUT HIM 
OW THE DEFENSIVE, 


ADVANCED TACTICS 


* Although a solid knowledge of the basic offensive and defensive tools 


will enable you to defeat most beginners, it won't be enough to take on 
intermediate and expert players, This final section is dedicated to 
advanced tactics to help you defeat any opponent and, more impor- 
‘tantly, to help you understand why you lost, 


Advanced gameplay involves several tactics to win. Most players will use 
«a barrage of normal moves instead of just doing special moves. Using 
safe mid-range or long range attacks is known as “poking.” Many spe- 
ial moves take much longer to recover than normal moves. As such, 
they are more risky against experienced players who know the proper 
counter-attacks for them. Since poking is rather easy and safe to do, it 
is more common than a lot of the other techniques. 


Von's tonc-Rancé ckovenme ~ \ 
£P EWABLES HIM TO CONTINU- | 
OUSLY BARRAGE ANY OPPONENT — | 
| WITH ANNOvING POKES, THIS MAKES 

17 VERY DIFFICULT FOR 2H OPPONENT. | 
| 70 GET CLOSE 70 VEGA OR PERFORM 
SLOWER ATTACKS, SUCH AS THROWING 
| PROJECTILES, 


Wake poking requires knowledge of attack speeds and recovery rates, 

sens” focuses on attack ranges ond positioning. The primary goal 
See & to acquire and maintain certain positions on-screen that are 
Spercble to your character's arsenal, but unfavorable to your oppo- 
‘seers character, A character's best zoning distance is often equal to the 
seoge of that character’s longest poke. 


Se." 
Wee Coum-li's Most EFFECTIVE 
ZONING RANGE (8 WITHIN STRIKING 
OISTANOE OF HER STaNOING MP, 
OHALSIM HAS A ZONING ADVANTAGE OF 
ALMOST THREE-QUARTERS SCREEN DIS 
TANCE FROM AN OPPONENT, IN FACT, 
DHALSIM'S LONG-RANGE LIMBS ENABLE 
HIM TO THREATEN AN OPPONENT FROM 
SUCH A LONG DISTANCE THAT ITS OIF- 
FICUT TO ZONE AGAINST HIM, 


FOOTSIES 


Wis difficult to mount an effective 
Jong-range zoning gomeplan against 
choracters who have a strong attack 
range advantage. In such cases, it 
becomes necessary to play “foot- 
sies." The term footsies is basically a 
subset of zoning that is focused pri- 
marily on close-range normals, 
where the most common goals are to 
knock the opponent down and set up 
£0ss-up opportunities. 


Staying within close proximity 
reduces the advantages present in 
‘on opponent's long-range normals, 
It creates 0 sense of anxiety and 
pressure for an opponent, who now 
risks damage to a much greater 
degree than facing your character at a great distance. Although such 
close proximity places your character in danger as wel, its a strategic 
sacrifice that is necessary to maximize your character's close-range arse- 
nal 


fan opponent attempts a slow, long-range attack to push you away and 
force you to block, attempt a cross-up to force the opponent into a dif- 
ficult guessing game. If an opponent attempts @ quick short-range 
attack instead, stay just outside of the attack’s range and use a crouch- 
ing HK to counter attack when it whiffs, or foils to make contact. 
Knocking down an opponent in this way creates an advantage for the 
offensive player by allowing for o guranteed cros-up or atick-throw 
atlempt. 


SINCE GUILES NORMALS HAVE A 
GREATER RANGE THAN RYU, ITS 
MMPORTANT FOR RYU TO STAY 
CLOSE TO GUILE AND PLAY FOOTSIES, 
é GUILE TRIES TO PUSH RYU AWAY 
WITH HIS CROUCHING MK, RYU 
SHOULD WALK BACK T0 FORCE IT TO 
WHIFF AND PUNISH IT USING HIS 
cRoUCHING HK sweeP, 1é GUILE TRIES 
70 THROW a Sone Boom, RYU CAN 
JUMP OVER IT AND GO FOR A CROSS- 
UP ATTACK, IE GUILE BECOMES RELUC- 
TANT 70 ATTACK, RYU CAN SIMPLY 
(MCH FORWARD AND THROW Hitt, THIS 
ENTIRELY CLOSE-RANGE GUESSING GAME 
1S KMOWMN AS FOOTSIES, 


MIND GAMES 


“Mind games" are the most important part of Street Fighter II. By tok- 
ing this approach, its possible fo make an opponent think that you will 
do a certain move, or series of moves, but instead do something differ- 
ént, By making an opponent do what you want them to do, you will be 
in control of the entire match, Keep track of your opponent's habits and 
patterns. Along the same lines, break free from your own patterns. 


FIRST, ESTABLISH A SIMPLE PAT- 
TERW USING KEN AS AN EXAMPLE 
(SUCH AS JUMP It HK, CROUCH 
We LK CROVCHING MIK, HADOKEN) 
BY PERFORMING THIS SERIES OF 
MOVES TWO OR THREE TIMES, WHEN 
YOUR OPPONENT GROWS ACOUSTOMED 
70 THIS PATTERN, BREAK IT BY DOING 
JUMP-1 HK, CROUCHING LK, THEN 
WALK UP AND PERFORM A THROW, 
Wow 17 BECOMES VERY DIFFICULT FOR 
YOUR OPPONENT 70 PREDICT YOUR 
INTENTIONS AFTER A JUMPIN, THE 
NEXT TIME YOU ATTEMPT THE SAME 
PATTERN, YOUR OPPONENT MAY 
ATTEMPT A THROW ESCAPE AND 
INSTEAD GET HIT BY THE CROUCHING 
MK, HaboKEN comed, 


OVERALL GAME-PLAN 


While the tactics explained in this chapter provide answers fo several 
‘common situations, they are far from an overall “gameplan.” A game- 
plan is o general outline of strategy and tactics for achieving victory, 
typically stemming from knowledge of characler match-ups and player 
bilities. Hopefully after reading all these strategies, you will under- 
stand the game much betfer and construct effective gameplans for all 
situations on the fly. 


OLD CHARACTERS AND NOT 
$0 OLD CHARACTERS 


There isa unique mode for Hyper Street Fighter: Anniversary Collection 
that lurks in the programming, It was originally intended for the arcade 
version of Super Street Fighter 1! Turbo where people could select the 
Super Street Fighter I! versions of their character in the arcade, But 
when the programmers reprogrammed the code for the game, they 
made some errors and caused three characters to have some new prop- 
erties. To access this secret mode, before picking your character version, 
hold down the Start button, select "Super" mode of play. Now release 
Start, and move to the character of your choice and select them. Now 
helow your character, you should see the Super Street Fighter 11 Turbo 
Jogo (with Super in blue) with no super meter bar. This means you have 
successfully selected the “old” version of « Super Siret Fighter 1 Turbo 
character. Of the 17 characters in the game, three had differences from 
their Super Street Fighter I! counterparts, Chun Li has a special normal 
{+ + MK) that can now be done'by doing (+ + MK), This enables her 
to include it in combos, Fei Long can buffer his + +LK, + + MK, and + 
+MP al into Reka Ken's, Sagat has the ability fo throw extremely fast 
Tiger Shot's without any recovery time, and the ability to use LK or MK 
to hit your opponent twice and follow it up with any special move, 


SUPER STORING 


Three characters in Super Siret Fighter I! Turbo have the ability to store 
special moves and super moves via a code. This was also a glitch, but 
made these characters extremely good! in fournament play with this 
option, Chun Ui, £. Honda, and Vega all have the ability to "store". To 
‘access this storing mode, before picking your character version, hold 
down the Start button, select “Super!” mode of play. Now release Start, 
‘and move to the character of your choice and select any character. There 
will be no physical change of the super meter and logo of your charac. 
ter, but you will have moves that you can “store”, Chun Li can store her 
Senretsukyaku by doing the super motion partially (Charge + for 2 
seconds, +, +, and hold + without pressing o kick button, The 
Senretsukyaku is now stored. This means whenever you hit the next 
kick button, the Senretsukyaku will automatically come out. €. Honda. 
«an do the same with his super combo (Chore + for 2seconds, 7+, 
‘and hold + without pressing « punch button). He can also “store” his 
Ohicho Thro. If you do + ~ + # +, and hold +, whenever you hit 
‘the next punch button ond ore next fo your opponent, the Ohicho Throw 
vill come out. This can be stored in the air also, Lastly, Vega can store a 
flip kick, By charging , and then holding +, ond pressing kick when. 


you want the lip kick to come ou 


| Blanka 


STANDING 


One of the best anti-air moves in Street Fighter Il for Blanka is the 
standing HK. This move is a modified flip kick, ond it's a great anti-air 
move for any adversary who jumps in. 


STANDING CLOSE 


The dlosexonge HK is one of the 
Blanka's coolest in-close normals. 
Without having fo crouch, Blanka 
can sweep an opponent from a 
standing position, This is a 
huge maneuver in terms of the 
“high-fow" gome. In Chompion 
ation, Blanka’s standing close 
HP changed from the rolling 
two-hit to 0 one-hit attack 


CROUCHING 


Blanka's crouching HP is the second-best 
crouching move in the game. Only Guile 
‘can top him in this department. His crouching 
HP has great ronge and stops an adversory 
from jumping most of the time because it 
connects even if the opponent is in the air. 


THROWS 


Blanka has one of the best throwing ranges in the game, He can grab 
‘on adversary from instne distances, cnd it isn’t susceptible to the tech 
throw escape by Super Street Fighter I! Turbo characters. You can add 
more hits fo the throw by rapidly pressing all three punch buttons, 


NORMAL MOVES 


JAB STRONG 
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JUMPING 

One of the best strategies for Blanka is to get in front of the opponent 
cand jump straight up and down with HK. The jumping HK has a lot of 
‘ange, and it can hit an opponent out of almost every move, except the 
Shoryuken, 


STRONG 


++MP 


FORWARD 


t+ 


ROUNDHOUSE 


SPECIAL NORMALS 


He butt |) 
‘The Headbut is a great move for pressuring an opponent. While put- 


fing your opponent in Block Stun, i hits twice and leaves you in an 
‘advantageous situation, 


WO 


Press P rapidly : Electric Thunder |) 


Electric Thunder is one of Blanka’s greatest moves, even one of the 
est anti-air specials. If an opponent jumps in at you while Blanka is 
performing it, they will get hit. You may get hit in the process, but it 

hits your opponent every fime. Electricity can also be used in a 


W combo at any time. 


Rolling Attack 1 


The Rolling Attack has two practical uses. One is to use it in a combo, 
hile the other use is for positioning, By using different huttons for 
the Rolling Attack, you can go across the screen and get next fo an. 
‘opponent within seconds. If you stop in front of your opponent, use 
@ ‘a throw for maximum effectiveness and damage. 


Charge =, + +P 


fs 


Charge +, + + K_ 
The Vertical Rolling Attack provides « huge advantage. Not only does 
this move hit on the way up, but if it misses on the way up, it will hit 
con the way down. This move is best used to hit an opponent on the 
way down and put them in Block Stun. In this manner, i's possible to 


@ walk up ond throw them. 


Ne as 


Vertical Rolling Attack 1 
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COSTUMES cCoMBos 
STREET FIGHTER II 


STREET FIGHTER I 
COSTUME 


STREET FIGHTER Il 
ALTERNATE COSTUME 


CHAMPIONSHIP 


COSTUME 
STREET FIGHTER I! CHAMPION EDITION 
-up MP IMP, MP Electric Thunder mil)» Fien . « HE 


TURBO 


COSTUME 


STREET FIGHTER II 


Blanka’s Rolling Attack is weaker than the other versions and, if it does- 
1 hit the opponent, it still goes into the air. Also, if you get hit out of 
the Rolling Attack, you will take four times the damage. Stay away at 
all costst 

HK Vertical Rolling Attack, MP HK 
Vertical Rolling Attack 


~ STREET FIGHTER II = 


CHAMPION EDITION } mm 

This version of Blanka lost the up-close normal HP. This move was a 

somewhat weak, two-hit punch. Other than that, there were no major 

changes to this version of Blanka. @ 
GOOD MATCH-UP 
VS GUILE 

STR E ET F 1] G HTE R I I Tu R BI 0 ‘Although Guile can counter Blanko's attacks from across the screen, Blanka controls the flow ofthis match-up very well from up close. Start the match 
‘with Blanka at a good range, but even if you get pushed away, it shouldn't be too difficult to got back in if you're patient. When fighting up close, 


Arquobly the second-best Blanka in this series of games. His Rolling  Blanka’s poking normal moves beat almost all of Guile’s effective pokes, plus they inflict more damage. In particulary, crouching MK is fost and hits 
Atiock trop into throw, ond his overall speed make him a force to be With ease, Guile needs to set up his attacks by throwing Sonic Booms, but it’s easy to respond to these atfacks. From up close, use a crouching MK, 
reckoned with. His throw range isthe best in the game, so use ito your «Touching HK, or crouching HP to either trade damage with the projectile, or hit Guile to trade (and do more damage) after the Sonic Boom is already 
cadyontage. Knock your opponent down in the corner with a crouching oUt, but before Guile has recovered. Blanka can also use the » + HP Slide, which moves cleanly underneath the Sonic Boom, hits Guile, and knocks 
HK, use the Vertical Rolling Attack to land on your opponent's head as him dawn to setup « cross-up with jumping LK into a combo or a throw atfempr. This move is also safe if blocked, but don’t become too obvious with 
he gets up, then go for the throw. This is a really dificult pattern to get itor your opponent may Somersault Kick or sweep you out of i. Blanka can also jump over the Sonic Boom from close range and trade with, or 
out of. beat, Guile's anti-air normal moves. If Guile blocks any of these attacks, go for a throw after landing; Blanka’s huge range gives him the advantage. 
here. Blanka also has a number of effective anti-air options. Moves like standing MK, standing HK, standing MP standing HP, and the Vertical Rolling 
Attack (if charged) can all effectively prevent Guile from jumping at Blanka. 


SUPER STREET FIGHTER II 


Toor ore a couple of new upgrades worth noting in this version. Blanka 
od the Backstep Rolling Attack and the ability to go past an oppo- 
see with the traditional Rolling Attack. The Backstep Rolling Attack is 
for going over projectiles, or just trying to cross-up an opponent. 
»w placement of the end time on the Rolling Attack is an interest- 
f= cidition, because you can knock down your opponent, roll past his 
© ber body, and be on the other side when you get up. This is 0 big 
steentoge when you're playing mind games with your opponent. 


COMBOS 
SUPER STREET FIGHTER II 


SUPER STREET FIGHTER II 
TURBO 


This is definitely the best version of Blanka in this game, and his 
two new upgrades do a great job of balancing his attacks. The first bi 
improvement is a new Slide attack (= + HP) . This 

move slithers under projectiles ond makes an oppo- 

nent think twice about relying on a distonce projectile 
‘approach, The other improvement is the Hop. This move 

does a couple of things. First, it helps Blanka charge 

the Super Meter faster than normal moves. 

You can actually charge the Super Meter to full in 

about seven or eight Hops. Second, this move can 

also put you in throwing range in a matter of seconds. Since 
Blanka has one of the best throws in the game, this move 
creates perfect opportunities to set up throws. 


Coossup MP = + HEMP Electric 
Thunder 
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Jump In HK, + + MK, MK Vertical 
Rolling Attack 
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SUPER STREET FIGHTER Il TURBO 


Jp i HK, > NK¥ MK, HP 
Rolling tack 


@ 


+ 4 HK Knockdown, Ground Shove 
Rolling On Getup (Cossup), + + 
INK, HK Vertical Roling Attack 


@ 


BAD MATCH-UP 
VS E, HONDA 


E Honda can win this match for a simple reason: He has some safe attack options and Blanka doesn't. Without a projectile, Blanka must use nor- 
‘mal attacks, Unfortunately, €, Honda can just turtle up and use random Headbutts to counter the pokes. If Blanka attempts to turtle against Honda, 
Hondo’s pokes become more difficult to counter and he must also face E. Honda's Hundred Hand Slap, This move is relatively safe against Blanka, 
‘and can do enough block damage to force you to respond. Use Blanka’s quick jump straight up and down in E. Honda's face, where his high prioi- 
ty MK and HK can stuff almost anything Honda can unleash. This may also bait Honda into doing a FP Headbult. If this occurs, it will pass harmlessly 
underneath Blanka, and he con land and counter with a crouching HK before Honda recovers. This technique provides some extra time to try a setup 
with a cross-up LK. You can even misdirect €. Honda with Hopping or Electric Thunder attacks. Unfortunately, none of these options are particularly 
safe or effective, ond defeating E, Honda usually requires some mistakes on the part of your opponent. 


NORMAL MOVES 
STANDING 


Blanka’s standing moves are all extremely good for knocking 
{your opponent out of the air. He has great speed and range, so 
all oF his normals ore great. His HK is a flip in place that works 
‘well at the end of « combo or for an anti-air move. 


__FIERCE ) ROUNDHOUSE 


HP HK 


is 0 great weapon for last second combos when 
‘Deve time to charge a special move, It strikes lightning 


decent damage. You are also able to cancel out of 
‘and combo it into a special move. 


‘sew moves ore fete The Slide goes under every 
the Ground Tiger Shot by Sagat! This move is 


STANDING CLOSE 


Blanka's standing close moves are extremely good for following 
up with a throw, His LK and MK moves leave your opponent 
extremely vulnerable for a throw afterwards, His HP and HK 
‘moves are identical up-close as to their standing counterports. 


K 


STRONG 
gp. 


Tiss o great move foradvoning ofan shot period fi 


You con go across the screen within « few seconds. The Hop is also 
useful for adding to your Super Meter in 0 quick amount of time. It 
{ust fakes o few Hops back and forth to fill up the bar. 


@G 


SHORT 


CROUCHING 


Blanka’ crouching moves are greai asset fo him. His HP has 
incredible range and can hit your opponent before they leaye 
the ground if they are jumping. His HK move is great for 
knocking your opponent off his feet and setting up cross-up. : 


SHORT ] 
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STRONG FORWARD 
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THROWS 


Use the throw in conjunction with the Hop manuver and you're 
Good to go! You can Hop multiple times in a row to yet close to 
‘an opponent to throvr them. 


+/+ + HP eh | 


+ 43K — Hop 
The Hopping moves can be used to charge the Super Meter or fo get 
somewhere fast. It can also be used to get out of dificult situations 
vihen they arise, 


GF 


JUMPING SPECIAL MOVES 


Beant 0 [ot of projectile characters, Blanka has to utilize his 
Semping atiacks. His main game is jumping straight up and down’ 
‘eet projeciles ond hitting opponents. His HK has incredible 
‘seach, and will stop a lot of moves from coming out. His MK is 
peat for crossing up and starting « huge combo. Blanka also has 
seat priority in the cir with his jumping stright up punches. 


| 
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Charge +, +P ‘Roling Atock) 


Press P rapidly led Thunder) 
Hlectric Thunder hasn't goften any better or any worse over the This ’s whereit gets good. This attack s amazing to use for placement or with 
years. ‘combos, In this version, i's possible to two-in-one this move, This move also 
enables yout plac lanka anywhere on the screen at any tine —for any 
reason! This big forseting up throws and cmbas on he ther side of on 
‘opponent, When your adversary gets knocked down, use an MP 
Ql nko getter an nic tu om hee. 
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Charge +, + +K = Vertical Rolling ‘tod 


This move is great for going over projectiles and setting up This move is extremely good for taking an opponent out of the air. 
++lK ++MK ‘throws. To do so, use i ust short of opponents when it looks Since it no longer comes down in a “bal-ke" animation, ths is the 
N like itis going to hit them, it will land short of them, then” only purpose for this special move, 


Charge =, > + K Backstep Rolling Attack 1 


‘you can throw them immediately after. tis best if you / 
completely miss with this move and set up another 
eg ‘create serious mind games, 


ROUNDHOUSE 
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Charges, +P ‘Ground Shave Rolling) 


‘Since this super combo has start-up invincibility frames, use it to go 
‘through projectiles. If you perform this move at the exact moment 
‘thot the projectile is about to it Blanka, he will go through it and hit 
‘your opponent since, the opponent’s projectile isn't on-screen yet. 
You can also buffer ond hold this move by holding a punch button 
Gir ‘inputting the command for the super combo. 


Cipann-Li 


STANDING 


Chun-Lis high-priority normal moves are often 
faster than any special move, When 
Used at the correct time, they can stuff 
almost any opponent's attack, They also link 
well info one onother for easy combos, 


STANDING CLOSE 


Chun-Li's standing close normals ore great for setting up throws, or 
forcing your opponent fo stay in block stun for awhile, After landing 
‘one of these moves, you will be at a substantial frame and recoy- 
ery advantage. Her standing LP is a great example of a quick 
move that can put opponents in block stun to create a throw 
opportunity. 


Crouching normals are key for long-distance attacks, Most 
of her crouching moves go longer and farther than her 
standing moves, which makes them ideal for poking 
from afar. 


THROWS 


Throws are a key part of any player's game in high-level play, and 
Chun-Lis excellent foot speed, high-pressure style, and big damage 
throws are o staple, Her standing LP is the best way fo set up her tick- 
‘throw. Put your opponents in a block stun, then when they came out of 
it, throw them! Chun-Li's ait throw is also one of the best in the game, 


NORMAL MOVES 
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JUMPING SPECIAL NORMALS 


Many of these air moves can be used fo cross-up opponents and start 
combos (Chun-Li's MK is « good choice in almost every version) that lead 
to big damage 


While jumping, + + INK Heel Stomp | 


Her Heel Stomp, one of the most unique moves in the game, results 
‘n a double-jump in the air off your opponent's head, This move 
wa ‘with it the potential for many interesting set-ups. 


> [= +HK Knee flip Kick | 


= 
+ [+ + MK Backlip Kick) 


The Backflip Kick now hits twice on hit or block, and is great for coni- 
‘hos where you don't have fo have charge stored fo hit an opponent 


e” damage, 
SPECIAL MOVES 


Press K rapidly Hyakuretsu Kyaku 


The Hyakuretsu Kyaku is one of Chun-Li's hest moves, Use it as a sur- 
prise attack or for block damage. In Champion Edition and beyond, 
You can put the Hyakuretsu Kyaku at the end of certain combos for 
heavy dimage. 


ROUNDHOUSE 


ee tu ote hoken | 


The Kikoken is 0 great addition to Chi Street Fighter Il Turbo 
arsenal. This projectile can only be used in a combo when itis used 
in conjunction with a standing HP two-in-one, Use this move as a 
shield for setting up regular moves and throws. 


7) 


er ‘an opponent on wake-up, There are three different ways to 


Chun-Li Knee Fipkck is orguably the best special normal move in 
‘the game, It is used for going over the top of projectiles, or crossing 


{ime it, which will keep your opponent guessing, 


Charge + + +K 
The Spinning Bicd Kick is grea for going through projectiles Ws oso. 
“her only reversal until Super Street Fighter I! Turbo. Sometimes this 
| move is he best option for escaping from fough spots. When i con- 
neds, expec big damage! 
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COSTUMES 


‘STREET FIGHTER II 
COSTUME 


‘STREET FIGHTER II 


ALTERNATE COSTUME 


‘CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 


STREET FIGHTER Il AND 
CHAMPION EDITION 


Chun-Li lightning-fast speed and her ability to throw for heavy dam- 
‘age (nearly 25% damage per throw) should be the focus for her game, 
She has the ability to bounce off walls and stay on top of her opponent 
like no other character. Use her speed fo barrage an opponent with nor- 
‘mal moves ond throws. If an opponent jumps in at you, hit them with a 
crouching HK, standing MP, standing MK, or even « jumping move to 
knock them down, Then, counter attack with the fury of Chun-Li's nor- 
‘mal moves, Chun-Li's crouching MMK is her most effective move against 
opponents who throve projectiles, Oftentimes, this move will hit before 
the projectile animation of her opponent is finished, thus stopping the 
projectile from ever launching. Standing MK is another possibility for 
this technique. If you are a full screen away against a projectle-throw- 
ing opponent, either jump off the wall to trick them or use Chun-Li's 
Knee Flipkic (Champion Edition) to get over them. 


STREET FIGHTER II TURBO 


The addition of the Kikoken to Chun-Li arsenal changes her strategy 
quite obit, While this move is too slow fo use in a combo, it's quite pos- 
sible to follow behind it and use it os a shield, You can also use this pro- 
jectile to pressure an opponent into a mistake. Don't use the Kikoken up 
close, because its lack of speed is an issue. Although slow, the move can 
be used defensively against other characters who use projectiles, 
Another useful move is her jumping LK, which has major priority in the 
cir. It can be performed early in a jump to freeze an opponent in place 
{your opponent can’t walk backward if you have an attack on-screen), 
This tactic leads to mix-ups with throws once your character returns to 
the ground, 


COMBOS : 
STREET FIGHTER II 


Jump in MK, standing MP standing 
HP 
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Srp in HP + HK) HK 
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STREET FIGHTER 11 CHAMPION EDITION 
Goss-up HP. standing MP > + MK ~- 


@ 


Anais, + + MK, 4 times 
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STREET FIGHTER I! TURBO 
Jumpin HP, HP, HP Kikoken 
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Jump in HP HP HK Hyakuretsu 
Kyaku 


@ 


GOOD MATCH-UP 


VS ZANGIEF 


The toughest Zongief version is the one from Super Street Fighter UI. His 
Banishing Punch can repel projectiles, thus enabling him to move close to 
Chun-Li, Keep him at bay with her crouching HK when he jumps. 
During any other moves, use crouching MKS to poke him out 
af his attacks. If you are playing os a version of Chun-Li 
that has a Kikoken, use it to make him jump, then 
take him out of the air with a crouching HK. After 
knocking Zongief down, stond about holf a charac- 
ters-length away and use a Hyakuretsu Kyaku 
when he gets up. If you get too close to him, 
Tangief can his Spinning Piledriver for 0 lot of 
damage. When Zongief uses his Spinning 
Loriat, use the Heel Stomp (+ + MK) to. 
penetrate his defense. This technique 
should stop him from using it when you 
throw a Kikoken. Zangief does have the 
potential to win this fight by using repeat- 
ed HP Body Presses in the corner, as Chun- 
hos no counter for this attack. Even if 
you can throw Zangief out of this pattern, 
he can Tech Escape the throw and reverse it 
with o Spinning Pile Driver before you con recover. 
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SUPER STREET FIGHTER II SUPER STREET FIGHTER Il TURBO 


Stree! Fighter Il introduced the charge-motion Kikoken to Chun-Lis repertoire. Now you can insert it into A big addition to everyone's arsenal in this game is the super combo, and Chun-Li's fantastic It causes major 
bo, it executes much faster, and i's safe to use in close combat. With the overall slower game speed in damage, has decent invincibility at the beginning, and is one of only two super combos in the game that con, 
s version, her normals play a crucial role in her strategy. To succeed, mix up your gameplay by using the be “stored for instant execution, With the addition of the Whirlwind Kick, Chun-Li now has on improved wake- 
eeuching MK to poke at an opponent from afar, Also, use the standing MP to jab when fighting in close, ‘up game without sacrificing ony of her old deadly techniques, 


COMBOS 
SUPER STREET FIGHTER II 
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AKikoken, +-+MK 
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Jumpin HP NP + 4K, + + HK 
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Jump. in MK 45MB- ask, 
Sonretsukyoku 
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Charge +, , +, Hold +», Jump in 
HP HP. Any'K, charge +, + + HK 
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BAD MATCH-UP 
VS SAGAT 


Most of the time, it’s difficult to avoid some of Sagat’s traps, Sagat has three major attacks: his high projectile, his low projectile, and his Tiger 
Uppercut. Chun-Lis mojor weakness is her lack of attacks to counter a full-screen fight. For Chun-Li to be effective, it's important to fight up close, 
Against Sagat, however, this is a difficult task to complete. Use her Knee Flip Kick to pass over the low projectiles and inch forward. Be patient; 
if you try to jump in to attack, she may get knocked out of the air by his Tiger Uppercut. If you jump in from full-screen, Sagat can sweep Chun-Li 
and throw low projectiles to knock her back. When fighting Sagat up close, use a variety of normals, throws, and combos. Stay inside against him 
at all costs 
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NORMAL MOVES 
STANDING 


These normel moves haven’ changed since the beginning of 
the Street Fighter Ii series. Her standing HP and crouching MK 
‘are two of her best normal moves. Her standing HP is one of 
her most useful standing moves. I! can be used as an effective 
poke, and as a limited anti-air atfack. 
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STRONG 
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MP 


FIERCE ROUNDHOUSE | 


HP HK 


Whe jumping, + + MK Heel Stomp) 

lily fo stomp on an opponent’s head and then can- 
‘Spiening Bird Kick. The Heel Stomp is still great for bounc- 
‘spponent’s head to mess with them. Trick them into 
cross them up, and then go for it. 


——————— 


= TLE | 
the command of the Backflip kick 
you need to hold the joystick » and 


STANDING CLOSE 


The only close-up normal move that changes in Super Turbo is 
the standing HK. This move is extremely good against an oppo- 
nent who is jumping in. When this occurs, use if at the last 
moment to stop the attack, 


SHORT 


Inclose, > + MK - Backlp Kick | 


There are two practical uses for this move. One great use is to use it 
ina combo for style points! The other is to use it to retreat from your 
‘opponent. If you like to play the zoning game with Chun Li, this is a 
(great move to use to accomplish that, 


s+ HK Knee Flip Kick) 


Chun-Li’ special normals are some of the best in the game. Her » 
HK Knee Flip Kick the best for wake-up games. When performed 
éorly, you will land without hitting your opponent and enable the 
throvi If you perform the move when your opponent is getting up, it 
GF" ross them up and leave you in an advantageous situation. 


CROUCHING 


Chun-Li's crouching MK may be her most useful attack. Use it 
to poke at long range 
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In dose, > + HK Knee i] 


The Knee Flip Kck can only be done wil clase to your opponent, This 
is an excellent move for going over projectiles, or for tricking your 
opponent to block the wrong way when it connects, Since she'flips 
high in the air, itis not advised you do this move randomly, but wait 
2) until a projectile is coming or they are knocked down, 
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JUMPING SPECIAL MOVES 
| IB 
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: STRONG =e Tap K rapidly Hyakuretsu Kyaku |) 


The Hyokuretsu Kyoku has been revamped in this version, as it can be 
‘sed in a combo. The best way to use this special move is to poke at your 
‘opponent with a crouching MK, then ropidly press the Kick button (after 

hit) fo use the Hyakuretsu Kyaku in a two-hit combo, This is 0 
QD very tev way ad damage your eon gone. 
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SUPER COMBO 


+ / 64 MK 
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* Charge + + + + +K 


There are two versions of this move. One of them is actually a 
famous glitch that made Chun-Li one of the game's favorite players 
ss She con store het super combo and use it at her own discretion, 
tather thon use it immediately after the command is entered. If you 
input the command («, -», +) ond hold + but dont pross a Kick 
button, the super is stored os long as continue to hold ». After press- 
ing any Kick button, the super combo comes out in all its glory. You 
an follow the Senretsukyoku with « Whirlwind Kick for maximum 
damage. You can hold x to hold the charge for the command, but 


GF can't move. 


++HK 


THROWS 


INAIR, = f+ /4+ 
MP / HP 


> / = +MP /HP 


++HP - i 
sia ro —— 
SHORT Charge =, > +P Hikoken 
i Chun-Li5 new and improved Kikoken is much foster ond more pow- 
? cerful in Super Street Fighter 1 ond Super Turbo, With this new 
“ ‘upgrade, she can hang with Guile and Ryu in projectle-throwing bat- 
7 ri thes. The only downside to her new Kikoken is that it doesn’t travel 
talk Bea eg full screen. 
FORWARD 


: Senretsokyoku 


Spinning Bird Kick) 
This move can be used in the oir, which makes this a huge upgrade to 
Chun-Li versatility. Use this move fo run away after performing a Head 
‘Stomp, or use if to avoid projectiles, You can even use it to charge the 
Super Meter in Super Turbo, NOTE: The command for this 
‘move in Super Street Fighter Ilis Charge 4, + + K. 


Charge =, > + K 


Whitin i) 


Her most Valucble upgrade in Super Street Fighter Il Turbo the 
Whirlwind Kick is one of the best woke-up moves in this game, This 
‘move has great ronge and it causes a lot of damage. With the add 
tion of this move, Chun-Li has an effective tool and a tactic to use on 
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Charge +, + +K 
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NORMAL MOVES 
STANDING 


Dhalsim has some awesome standing moves. Since his limbs extend a 
great distance, he can attack from for away without much fear. His 
standing LK, which is extremely fst, goes across hlf ofthe screen. The 
‘advantage here is that if will stop most special moves from connecting. 
But watch out: His limbs are susceptible af any time from 
far away, so don't use normal moves at random 
against w character like Ryu or Ken. 


RONG 


STANDING CLOSE 


Dholsim’s close normals are 

extremely efficent, His LP nor- 
mal is proficient at knocking oppo- 

nents out of the air and his HP inflicts massive damage and hits 
twice when it connects. His LK, MK, and MP: moves are all good 
Neo N for “tick-throw" setups. 


Dhalsim gets so low to the ground, that he can actually 
reach under projectiles and hit the opponent without get- 
ting him himself. This will make projectile characters 
think twice about throwing projectiles Dhalsim’s way. 
Also, all of his crouching kick moves are variations of 
slides, These can also go Undor projectiles and place you 
nex! fo your opponent ready for throw. ++MP 


» FORWARD 


Dhalsim’s throw works from a distance, and itis extremely easy to loop 

setup traps with it. With the slide ond throw combination, he instantly 
hecomes a force to be reckoned with, By gelling your opponent fo block. 
while fighting in close, try fo attempt a throw whevenever possible. You 
an even mix up the throw and the in-close slide to trick an opponent 
for maximum effectiveness. 


JUMPING e 
‘© Streot Fighter 11, Dhalsim’s Drills were difficult to use 

Seesuse il required that you input the command at the 

sex of his jump. This gave your opponent time to counter 


‘Pe attack. In Street Fighter Champion Edition and beyond, you could 
‘spteosh the Drill Headthrust or Drill Kick at any point of the jump. This 
© 2 very important change in the gomeplay, because it enables you to 


‘eee this move to go over projectiles at the last second, 


STRONG 


FIERCE 


DRILL HEADTHRUST 
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ROUNDHOUSE 


|x / x AT APEX OF 
JUN, HK 


~ WHILE JUMPING, ‘WHILE JUMPING, 
++HP +4+HK 


In Sieet Fighter I) Champion Editon, Dhalsim was given greater 
contol over Drill Heodhrust ond Dil Kick. This change remains in 
effect for he rest of he games inthe Siret Fighter I series, 


IN CLOSE, CROUCHING 


Dhalsim’s in-close crouching moves vary compared to his regular crouch- 
ing moves. From afar, his crouching kicks all result in slides, while they. 
tur into short-range moves from up close. The lone advantage to his 
crouching close-up moves is the ability fo tick-throw into the MP throw, 
The crouching HK (slide) is a great move for knocking down an opponent 
from lose range ond playing woke-up gomes. Try to lock down your 
opponent by making them block, then ook for a chance to throw. 


++MK 


| In Sireet Fighter I Champion 
Edition, Dhalsim was changed so 
‘that his crouching LK was ahways a. 
slide. This move carried aver into 
Street Fighter Il Tarbo. 


7, 
‘ B Yoqo Fre iso fai stondard projectile, The special aspect bout his 
y projectiles its ability to burn when it hits. It doesn't cause more dam: 
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‘aye, bul it definitely looks cool! This move prevents Dhalsim from 


*= getting locked down in Hadoken traps by Ryu and Ken. 


This isa great wake-up move, When on opponent gets up from the 
around, perform a Yoga Flame. Make sur, however, tht you're fr 
enough away from your adversay that he or she can’t cause damage 
during wake-up. This technique causes block damage and puts your 

opponent in block stun. This move is also good for maximum 
WD sone 


wet eP 


atu [= $e + PPP / KKK Youa Teleport | 


In Street Fighter If Turbo, Dhalsim was given the ability to teleport. 
Ever since Street Fighter Il, in which Dhalsim hod o glitch that made 
him disappear, the Street Fighter programmers had « notion to put 
this into their next revision of the game. Since Dhalsim’s is somewhat 
slow, it’s extremely difficult to get out of traps. By giving him the 
Yoga Teleport, he can escape from any trap in the game, But watch 
When Dhalsim reappears, he becomes vulnerable to attacks. 
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COSTUMES 


STREET FIGHTER II 
COSTUME 


STREET FIGHTER I 
ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 


COSTUME 


STREET FIGHTER II 


Dhalsim is arguably one of the best characters in all five versions of 
Sireet Fighter I. His long limbs and his Yoga Flame prevent opponents 
from getting too close, and his high priority throws get him out of rou: 
ble at close range. His MP throw is so good that you can repeat it in all, 
versions (MP throw, then crouching LK slide, or Drill Kick, then MP throw 
‘again). You can even make him go on the offensive with both of his Drill 
attacks and his LK slides, 


> STREET FIGHTER II 
CHAMPION EDITION 


Basic Dhalsim keep-away involves throwing LP Yoga Fire (they're more 
difficult to jump over than the ones thrown with HP), then doing anti- 
cir attacks agains! jumping attacks, Standing LK, standing MK, standing 
MMP (close), and standing LP are all good anti-air attacks. Any of his 
slides ore good to use when an opponent lands from a jump-in attack, 
Other options are to jump back and use HK in the air (a great air-to-air 
counter), or jump back, then drill (this works particularly well against 
Bison's Psycho Crusher, or Honda's Headbutt). 


STREET FIGHTER I! TURBO 


ln Street Fighter Il, Dhalsim can only use his Drill attacks when he's at 
the height of his jump. In addition, you can’t cancel his crouching MK 
with o Yoga Fie. From Street Fighter 1! Champion Edition and onward, 
‘you can cancel his crouching MK and Drill at any height while in the ait, 
but that is the only major change. In Street Fighter II Turbo, he caused 
less damage and he received Yoga Teleport, which is useful for getting 
out of trouble. It is a notable move because it's Dholsim’s only “rever- 
sal” attack, This is the only frame he can become invulnerable in the 
instant he does it. 
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COMBOS : 
STREET FIGHTER II 


Couthing MK, MP Yog Fire 
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GOOD MATCHUP 


VS SAGAT 


Super Street Fighter Il Turbo Dhalsim is incredibly good against Sagat, When in doubt, stay back and use his Yoga Fire attack to match his Tiger Shots. 
Watch for when your opponent throws his next Tiger Shot. When this occurs, jump and Dril Kick with LK to hit Sagat’s hands. This requires some tim- 
ing, but it shuts down Sagat’s projectile game when executed correclly. Sagat cannot ump in at Dhalsim, since he can beat all of Sagat's air attacks: 
with ony of the four following moves: crouching HP crouching LX slide, crouching MK slide, or crouching HK slide, The crouching HK slide knocks 
down, the crouching LK slide “combos” into a throw, and the crouching MK slide can combo into a 2-ht HP headbutt for a dizzy, when done properly. 


_ SUPER STREET FIGHTER II/SUPER STREET FIGHTER I! TURBO 


Dbalsim received no upgrades in Super Street Fighter Il. On the other hand, he received a good super combo, two new Dril angles (with LK and HK), and the ability to control when he does 
2/far attacks in Super Street Fighter Il Turbo, Overall, there are really no changes to his strategy since the frst Street Fighter Il ond the tactics used to win with him remain the same. 


COMBOS 


SUPER STREET FIGHTER II 
LP Yoga Fire, HP 
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CORNER ONLY-—LP Yoga Fire, Drill 
Headthrust 
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COSTUMES 


BAD MATCHUP 
VS VEGA 


The majority of Vega’s moves have a better priority than Dhalsim’s moves. Vega's 
Flying Barcelona Attack is tough to reliably counter, but try jumping back and 
using HK in the air. You can even stay on the ground and use a standing MP 
or standing LP. If your opponent gets a knockdown on Dhalsim, you can 
expect some repeated attacks and keep in mind that Dhalsim has no reli- 
‘able woke-up move, Yoga Teleport is an option, but it is very difficult to 
execute. To vanquish Vega, you must prevent him from using this attack 

by using carefully timed standing HXs and Drills, Be careful, though, as 

Vega can Flip Kick against Dhalsim’s Drill, One advantage inthis fight 

is Dhalsim’s crouching LK slide used in conjunction with the MP throw. 

If you can land an MP throw on Vega, you'll take control of the round 

because ils so difficult to escape the trap (MP throw, crouching MK 

slide, MP throw, repeat). If Vega blocks a Drill, use an MP throw right 

‘away, or crouch LK slide into an MP throw. Develop your skills at exe- 


cating the throw rap, and press your advantage agains Veg with BY) bia 


Hold any button 


NORMAL MOVES 


STANDING STANDING CLOSE CROUCHING 
In Super Street Fighter Il, all the close normals remain the This is an excellent change for Dhalsim. All of his crouching 
JAB sume but in some of the moves change drastically in Super ‘moves are controllable, which means that regardless of the sit- 
Street Fighter II Turbo. LP and LX stil are the same, but when vation you have triple the number of options to use to defeat 
you use MP MK, HP. or HK, these moves poss through an oppo- ‘your opponent. By holding certain directions, you can hit your 
nent if you're standing close. To make them dose normals, ‘opponent from close ond far fo control the fight. 


hold back while pressing the appropriate button. : 


LP 


STRONG 


+l 


MP 


~ STRONG > FORWARD | 


___FIERCE » ROUNDHOUSE _| 


KoFi 


MK +4MP 


HK } x i) (b FIERCE 
_ F ry 
THROWS 
Throws haven't changed much. The NP throw sila has a vry 
‘Generous range, and it fs grea! 10 use with a slide, HP } HK ++HP 
THROW NORMAL MOVES SUPER TURBO ONLY 
2, Sabra 
= ‘ah 
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JUMPING SPECIAL MOVES 


Although jumping back and pressing HK in the air isa great 
deterrent for jumping opponents, the addition of his Drill 
aifocks is huge. At any point during his jump, he can Drill 
Goynward over projectiles and get close extremely fast. Since 
this is where Dhalsim’s main game is mainly played, it’s in your 
best interest to get close to your opponent. 


Yoqufie) «sv exw oP Yoga Flame 


This move's speed and damage remain the some. One change, how- The Yoga Flame hosn't changed over the versions itis just as good 
ever, is that it doesn’t knack down your opponent anymore in Super as it was before. 

Street Fighter It Turbo. This is a very important factor when it comes 

40 combos, because the Yoga Fire can be followed up by a long-range 


@ standing HP or HK. @ 


++MP a /6+MP 


DRILL HEADTHRUST 
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nent doesn't have a super combo ready. ‘ont-air attack ond it goes away extremely fast, which makes the 
++HP recovery time quite good. 


FORWARD @ @& 


+ +k ++ MK 


DRILL KICK 


etx + (EP Yoga inferno ) 
This is onother great anti-sir super combo, If one hit connects while 
{inthe a, ll of the rest will do the some. It can even be used for chip 
damage (against a block) on an opponents wake-up. I's possible to 
se it in.a combo, but its difficult to do ond its very situational. 


GF 


E. Honda 


STANDING 


E, Honda's standing HP animation consiss of a chopping motion over 
fis head, which makes it an effective anti-cir option. His standing jabs 
‘are quick, which mokes it possible to use tick-throw options for maxi- 
‘mum damage. 


STANDING CLOSE 


E Honda's standing close 
‘attacks are good for linking 
4 into other normal moves. 
They are also effective for 
Y fick-throw fraps. Close. 
7 stonding LP ond MP ore 
FA, voihi good options for 

this type of gomeplay 


_) CROUCHING 


E, Honda is at his best while crouching, because i's 
possible fo hold the “se” chorge nd stil throw out 
attacks. His crouching LP has nice range and speed, 
moking it useful for snuffing out an opponent's 
pokes. Crouching LK can he buffered, which makes 

it possible to do some Sumo Splash mix-ups and 
combos involving the Head Butt. The crouching HP 

‘animation star's like an LP attack, but it hits twice, 


THROWS 


E. Honda's throws are key to his effectiveness. His MP throw tosses an 
opponent a decent distance ond it has average recovery. Use it fo get an 
opponent info the corner where a lot of damage can be unleashed. You 
can cause extra damage with the Bear Hug throw (-» /+ + HP) by 
botton-mashing, This throw is also useful in the corner, or mid-screen, fo 
set up some walk-under moves as well as cross-up attempts. 
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JUMPING SPECIAL MOVES 


$525 jumping attacks complement his ground game with a balance x: 
‘# seed range ond high priority. The jumping LP onimation stays out for 
‘+b ime ond it has great priority, This move is very useful against an 
‘spement who likes to stay in the air, but make sure you press the but- 
‘carly in your jump to hit them before he or she con unleash on 
‘@eck. Jumping HK unloads fantastic damage ond it also has great 
‘seas. Use it to punish projectiles, but timing is of the essence. When 
‘Ses improperly, Honda will be vulnerable too Shoryuken or a similar f - > 
‘Sai attack, Jumping MK, with its decent priority, is effective against - wand we 


sponen's who try 10 make you lnd on long, ground-based normal ae | 


Charge =, + +P. 


Rapidly press P cd Sk 


‘reing MP to start a combo, or force an opponent into blocking a 


(like Guile's ling MK). Use this ide hits, 
‘wads (like Guile's Crouching MK). Use this attack to trade hits, Use a Hie eo Haeieuoate nove Hos ff tog ud 


flies through the air toward his opponent, This self-projectile has 
good speed and causes nico damage. Early versions of this mave 
would not knock down, but that wos changed as subsequent versions 
of the gome were released. The LP version of this move is one of the 

best anfiair attacks in the game. If an opponent jumps in and 


“Honda gains the ability to move while performing the Hundred Hand 


When executed, E. Honda slaps his hands at his opponent with blinding 
speed. This ftck can cause severe damage when used against a cor- 
fered opponent, Even if the atfack gets blocked, it can pile on a decent 
count of damage and keep pressure on an aggressive opponent 


Slap in Street Fighter I Champion Edition and Siret Fighter I 


W E Honda is charged, blast them with a Headbutt 
Turbo. 


Sumo Smash 1 


This move enables Honda to deal with pesky in-your-face projectiles 
by blowing through them and smacking an opponent on the 
(QD we ps wel os on ho way down. 
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STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 


STREET FIGHTER II 


E, Honda was certainly nota character to get close to in the first version 
of Sireet Fighter 1. His grappling moves (throw with HP or HK) would 
cause almost 30% damage! Also, his normal moves allowed him to do 
several chain combos. His arsenal of special moves included his 
Headbutt, one of the best anti-air special moves. E. Honda's Hundred 
Hands Slap was also effective when fighting up close. Against characters 
who had projectiles, though, E. Honda had trouble, Trying to get close 
‘was the goal, since his ability to cause damage from a distance was basi- 
cally non-existent, One you ore in close, mix it up with tck-throws and 
use the Hundred Honds Shp to damage opponents through their lack, 


STREET FIGHTER II 
CHAMPION EDITION 


Honda gained a unique function during the transition from Street 
Fighter II to Street Fighter 1! Champion Edition. He gained the ability to, 
move forward while performing the Hundred Hands Slap. This is great 
for pounding an opponent into the corner and trading hits in the air 
vwhen an opponent jumps in, 


STREET FIGHTER Il TURBO 


With the addition of his Sumo Smash, E. Honda could finally deal with 
projectiles in Street Fighter 1! Turbo. This move would breeze through 
projectiles and smack an opponent on the way up, as well as on the way 
down. E, Honda's LP Headbutt no longer travels the length ofthe screen 
tand stops short of an opponent in this version. It i still o powerful 
anti-air tool, and it does retain some invincibility properties 
‘against projectiles. 
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STREET FIGHTER II 
rose. up HK, MP MK 
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Cross-up MK, MP, ++ HP 
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STREET FIGHTER I! CHAMPION EDITION 
is in fk, MP MP Hundred Hand 35 f 
i” . 


Jump in HK, HP Headbutt 
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Cross-up MK, > + MK, LP 


GOOD MATCH-UP 


vs. M. BISON 


E, Honda is « good match-up against most of the non-projecile characters. He has a particular advantage against M. Bison, because M. Bison's Tick- 
Throw game is thrown out the window due to E. Honda's Ohicho and normal throws. Plus, M. Bison has no viable reversal move when knocked down, 
(his only reversal is his super combo) to escape a throw trap. Strive for getting a knockdown at mid-screen. Cross-up with his normal (+ + MK) 
Splash, throw out a crouching LP and input the mation for his Ohicho Throw. This tactic works great against the entire Street Fighter 1! cas; it con 
only be countered by a last-ditch throw with some characters. 


SUPER STREET FIGHTER II SUPER STREET FIGHTER II TURBO 


Be Sumo Smosh wos upgraded to knock down onthe way up, as well as Thisis the best version of , Honda inthe Anniversary Edition. Several upgrades were made, ‘ranging from new special aftacks to new normal aitacks, 

2 the way down for Super Street Fighter I, His Headbutt was slowed down Some close standing normal maves were atlded, his crouching LK can be buffered into a Headbutt, and the standing HP onimation has been changed 

est o bitin ths version, but it is stil a great ant-ir weapon. E. Honda's to a ducking attack. The biggest change isthe addition ofthe Ohicho Throw, which i performed by moving the controller from -* to x. In “Old” 

<sual arsenal of throws remains mostly unchanged inthis version, but they Super Street Fighter 1! Turbo mode (choose the Super Turbo version of E, Honda while holding the “Start” button), you can “store” this throw. This 

=e toned down o bit from the Champion Edition and Turbo versions. ‘means that you can do the motion before actually using i. Input the move and hold », then when the opponent comes close press any punch but- 
{on to perform the throw. This is only one of two moves in the game that can be stored for later use, 


His super combo is useful for going through projectiles. Ifthe first hit doesn’t knock out your opponent, he or she can interrupt the super combo in 
motion after the first hit by doing o reversal attack, I's also useful to store the super combo and walk forward, perhaps tricking on opponent into 
{jumping toward you. Wait until the last moment and press any punch button to start the super combo. Your opponent gets knocked down, and you 
an begin a cross-up game that includes combos and throws, 
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COMBOS 


SUPER STREET FIGHTER II 
1, LK, LP Hundred Hond Slop 
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Jump HK, crouching LK, Headbutt 


Crossup HK, close standing LP close 
stonding MP standing HP 


Store Charge Super, Jump in HK, Any 
Punch 


BAD MATCH-UP 


VS. KEN OR RYU 


Both Ken and Ryu are difficult to defeat. The Hadoken/crouching HK/Shoryuken combination that both characters possess make winning this fight 
very tough, Since E. Honda's normal jump leaves him open to being swept (or hit with a Shoryuken), his best option is to jump over Hadokens. Try 
Using the “Floating HP” technique and press HP inthe air plus a direction to float over the projectile. E, Honda's jump will arc slightly, creating space 
to clear even LP Hadokens. til, the ability for both Ken and Ryu players to keep E. Honda at a distance is clear and presen. To overcome ths, the 
best strategy is to float over Hadokens and attempt to hit them with an occasional jumping HK. This will cause some good damage, plus it brings 
Honda into close range, + HK is a sweep that can trade with Hadokens, leaving you in a good position. Once you are close, use the Sumo Smash 
4o pass through any Hadokens and knock down your opponent. Upon doing so, start your cross-up and throw game. Beware ofthe Shoryuken and 
fry to bait an opponent into making a mistake with it. When this occurs, use a Ohicho Throw to punish your opponent severely. 


Hold any button 
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| NORMAL MOVES 
STANDING STANDING CLOSE 


In Super Street Fighler I, all three of &. Honda's kick moves If Honda gets in close, these are the best setup moves for 
are knockdown moves. This is unique only for Super Street ‘throwing an opponent. Since they are lightning quick, the odds 
Fighter In Super Turbo, he returns to hs old normal. His HK will shift in your favor if you use these standing dase moves 
sweep is extremely fast and knocks down on contact into throvis. 
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j CROUCHING / 


His crouching HP hits twice, 0s does his AK. This is perhaps E, 
Honda's best set of moves, based on the fac! that all of his spe- 
cil moves con be charged fram #. So, by throwing out these 

y moves, he doesn’t lose his charge and he is immediately ready 

y {0 .q0 into a Sumo Splash or Headbutt. 


: sas; , x il » <i 
THROWS x , 
Honddos kick throw isn’t as strong as the punch version, how- 
Ver, an opponent can't fech escape from it I1is a useful move, 
but it's not one of his strongest normal throws. 
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JUMPING SPECIAL NORMALS 


One of the biggest complaints about the previous versions of E. 
Honda was the fact that he couldn't effectively jump over pro- 
jeciles. Jump and press HP fo jump straight up; hold > or = 
+ HP in the air to glide in that direction. With his jump are 
changed, you con cover similar distance but he stays much clos- 
er fo the ground. Use this move to jump in early, because it is 
liffcult to counter attack. 
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zors, ++MK 


= [> +HK 
The Splash is the best cross-up in the game, It has high priority and E Honda's sweep move can take out opponents from long distance, 


{ iad into some of hs est combs. This move iso effective Is the relacenent fr all the normal moves om Siper Sree 
: satin! attacking players who don have wekeup moves or Fgh 
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SPECIAL MOVES 


SHORT 
5 ex, Hi xa = 3 a 
we rs Gee rer eet GaGa | 
Bo Sete This move, which now knocks dovn, enables you fo get cose toon This move wos changed in Sper Seat Fhe Il and Super Steet 
opponent ond ply wake-up gms. This sone of. Hondo biggest! FigherlTrboso you cud knockdown on opponent on hfs i 
41K x[welk 
assets, ‘When executed close to opponents i's possible to cross them up and 
force them to lose their charge. This is « huge advantage when 
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nie au teesP Oba Throw b 
| Is highly recommended to bose your gameplay around this move 
a [x +H ‘when using the Super Street Fighter Il Turbo version. The Ohicho 
| | ee Throw is a command grab, similar to Zangiefs Spinning Pile Driver. 
There are some big differences, However. First, the motion is very 
SUPER COMBO easy 10 do (similar o-aholf-crcle), Next, after inputing the move, 
C you can “hold” the controllerin the position, This basically “stores” 
the motion so ll that remains is pressing a punch button when your 
opponent gets close, This throw has great priority and range and it’s 

fantastic in tick-throw attacks. It is best used after a crouching LP. 


This “storing” technique only works for the “Old” Super Sireet 

Fighter II Turbo version of E. Honda, To select this version, hold down “ 
the START button when choosing Super Street Fighter Il Turbo 

@G before selecting a character. 


Charge +, + + > +P Double Sumo HHeadbutt |) 


E Honda's super combo will connect tp fo four times, depending on 
the spocing between your character ond your opponent. Two 
Headbutts ore performed, each of which hits two times. This super 
combo isn’t atthe top of thelist, however, i's capable of getting a hit 
fo win a match, This super combo will annihilate any normal projec- 
file once it gets started, plus it enables you to quickly close in on an 
‘opponent on the other side ofthe screen. If you don't knock out your . 
opponent after the first hit, you will be suscepfible for a rever- 
sal anti-air move (Tiger Uppercut, Shoryuken, etc). 
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NORMAL MOVES 


STANDING 


Guiles most useful standing normal moves are his long-range HP 

Backfist and his fast HK roundhouse, The HP Backfist is good for dis- 

couraging opponents from jumping, and iti difficult to punish. If on 

‘opponent manages to avoid the Backfist, Guile's standing HK round- 

house will neutralize almost ony frontal air attack. Loslty, 

Guile’s MK is excellent for countering low attacks like 
crouching foot sweeps. 


STANDING CLOSE 


Most of Guile’s close normal moves recover too 
slowly to be of much use outside of combos. His 
close-range MK is an exception fo this rule, serving 
cs his best defense against cross-up air attacks, Also, 
since Guile’s close-range HK is just as good of an ant-air 
attack as his far standing HK, it doesn't matter which version 
is used—both of them do the job! 


ROUNDHOUSE | 


Wilh its excellent range andl quick recovery, Guiles crouching MK 
is extremly useful for Keoping enemies oto distance and punish- 
ing any missed normal attack. His crouching HP uppercut com- 
pletes his arsenal of anti-cir attacks, His crouching LP ond MP 
attacks are useful in combos ond close-range pressure strings. 
Unfortunately, Guile has one of the weakest crouching HK foot 
sweeps in the game, due to its dreadful recovery time. 


FORWARD 


THROWS 


‘Thanks to his large arsenal of quick normal moves and the excel- 
lent recovery ime of his Sonic Booms, Guile hias many potent 
siraTeges for setting up throws. Since he excels a Keeping oppo- 
nents at a distance, histhrow attempts naturally carry a valuable 
lament of surprise. In general, his MP throw is preferred 
because mistiming it results in a close-range MP attack and i 
recovers much faster than his HP attack, Air throws are of fmit- 
ced use, primarily reserved for punishing specific airborne atfacks —_—_—— 44 —— 
(for example, M.Bison’s Head Stomp or a missed Shoryoken). 


Vg i 


INAIR, » /+ / 4+ 
MP /HP / MK / HK | 


JUMPING 


Gele’s best frontal air attacks against grounded opponents are his 
‘emaing MK ond jumping HP. Both of these attacks have good priority 
‘sd o convenient downward angle. His best air attack against airborne 
‘seeonents is the jumping HK, due to its excellent range. Guile’s jump: 
‘ez LK knee is the perfect cross-up attack to use when jumping over an 
‘spponent. It's difficult to block this move correctly, and it can be used to 
se up a combo or a throw. 


STRONG STRONG 


fs 


s/n alk 


FORWARD 


ROUNDHOUSE 


SPECIAL NORMALS 


> [+ +MK Knee Bazooka) 


Due toits lengthy recovery period, avoid using the Knee Bazooka as 
‘e conventional atic: Instead, its value lies in its mobility. Using the 
+ + IK command, Guile con move forward without sacrificing his 
sored charge, When performed after throwing « slow Sonic Boom, 
the Knee Bazooka creates an opportunity to advance toward an 

‘opponent ond throw a second Sonic Boom immediately after the 
@ first one conned. 


SPECIAL 


Charge + > +P Sonic Boom) 

Projecile attacks have always been dominant fools in any inearna- 
tion of Street Fighter. Guile's Sonic Boom has the quickest recovery. 
fime ofl roectles, wich mokes tone ofthe bes speci! maves 
in the game, The Sonic Boom can be used to keep opponents away, 
‘sel up throws, create combos, force opponents to jump, and control 
‘space. Gulle’senire gameplan revolves around using Sonic Booms fo 
force opponents to commit errors and capitalize on their mistakes. 


ww 


HK 


In close, + Reverse Spin Kick 


‘Nuc like Guiles standing MK Rolling Sobol, the Reverse Spin Kick 
Hovers above most low attacks. Unfortunately, the move is too slow 
fo serve as a primary atfack against opponents who have quick reac- 
ions, This move fs most effective when used sparingly, so as to catch 
‘an opponent off-guard. 


Gogo 4K __ Somerset ike} 
‘Although the Somersoult Kick is one of the few near-perfect ant-ar spe" 
* cal moves in the game, its usefulness is limited by its charge require- 
‘ment. Since you will need to use Guiles charge to throw Sonic Booms, 
you wil rarely have the luxury of using the charge foward a Somersault 
Kick. Therefore, its important to become adept at using Guile’s various. 
nf-air normals wen his Somersault Kick is unavilable, 


However, if you con fool on opponent ino jumping vile Giles 
charged foro Somersal Kick, the opponent wl foke a power 
knockdown it Others the Somers Kiks most wun com- 

bos. The damage it inflicts, along with the knockdown it pro- 

A vies, make dtc ops p05 fisher frac, 
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cosTUMES = —_‘ COMBOS 


STREET FIGHTER Il 
5 STREET FIGHTER II 
COSTUME 


Arepeated standing LP until stunned 
‘STREET FIGHTER I 
ALTERNATE COSTUME @ 
SRRRHOUSUIN Secs sn CORNER ONIY—+ +°MK, HP HP 
COSTUME W Sonic Boom 
TURBO STREET FIGHTER Il CHAMPION EDITION 
Jumping HP? crouching MP, LK 
COSTUME 1 te 1 X 
eu Kick 
iter 


Although Guile was perhaps the best selectable character in Street 
Fightor I, it had more to do with the weaknesses of the rest of the cast 
than Guile’s own strengths. With his various gamebreaking glitches 
removed, the only unique tools available now are his extended stond- STREET FIGHTER II TURBO 
ing LP. ond his stationary knee attack, The furstonding LP is arguably CORNER ONLY —Jumping HF, HP, HP 
the best jab attack in the game. It virtually guarantees victory over a Sonic Boom, HP Backfist 
stunned opponent through repeated “re-dizzy” combos. However, his 
sluggish recovery on normal attacks, painfully slow jumping speed, and 

= the absence of several advancing normal attacks introduced in later 
revisions leave much to be desired. 


7] 


STREET FIGHTER II 
CHAMPION EDITION/TURBO = ‘MSs 


Champion Edition Guile and Turbo Guile are virtually identical, Their 

movelists consist of the same exact set of normals, throws, and specials. 

Under this pair of configurations, Guile is best suited for defensive play, 

with o heavy reliance on Sonic Booms. Use his quick crouching MK to 

keep opponents at bay while charging for a Sonic Boom. Opponents who 

‘attempt to jump over Sonic Booms must face three forms of normal anti- @ 

cir atacks: Guile’s standing HK roundhouse, crouching HP uppercut, ond 

close-range MK Heel Kick, If opponents start to attack early in the air in 

‘on attempt to stuff these attacks, forego these attacks in order to crouch 

under it and leave the opponent open for a throw upon landing, Against 

opponent who allem o counter Sonic Booms wih poets of her GOOD MATCH-UP 
own, Guile's superior recovery time often provides the opportunity to fol- vs camMY 


low through with his HP Backfist, while your opponent is stuck in the 
recovery phase. Sine Champion and Turbo Guile can use the HP Backfist Cammy’s entire game plan hinges on her ability to get cose to an opponent. With her fast speed and extensive inventory of knockdown attacks, it's 


while charging bock, the counter attack con be followed immediately by e0sy to accomplish that goal. However, she's weak against projectile attacks because they render neory ll of her ground ‘attacks useless, induding 

nother Sonic Boom. With patience and caution, this play style can whit- her Cannon Drill. Against characters with slow projectile animations (such as Ryu), one well-timed jump-in can guarantee victory for Cammy. With 

tle down any opponents patience. ‘the near-instant recovery time of Sonic Booms, it's tough for Cammy to do the same to Guile no matter how well an opponent times her jumps. 
Therefore, nothing can stop Guile from barraging Cammy with a continuous stream of Sonic Booms, forcing her back against the corner while sus- 
‘ining significant repeated block damage. If your opponent attempts to jump, Guile’s crouching HP uppercut will send her reeling every time, forc- 
ing her to land on a Sonic Boom —with more on the way! 
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SUPER STREET FIGHTER II 


De Super Street Fighter |! variation of Guile is possibly the weakest incarnation of the batch. Without access 
rious mobility options his Super Street Fighter 1! Turbo upgrade provides, this version is simply a clone 
‘hampion/Turbo Guile without the advantage of his original chains, His gains are mostly cosmetic, 
seceding 0 sharper-looking Sonic Boom and another viclory animation. His vertical jumping MK now looks 
eet to his standing MK, and provides yet another anti-air option to utilize. His HK Somersault Kick has 
ried to its original single-hit form. Although this form is superior to the problematic two-hit version, it pro- 
7-10 advantages over the one-hit LK and MK Somersault Kicks available to Champion/Turbo Guile. 
sive players seeking to maximize Guile’s Sonic Boom traps and zoning patterns should stick to his 
Gempion Edition and Turbo versions, 


COMBOS 


SUPER STREET FIGHTER Il TURBO 


Although Super Street Fighter I! Turbo Guile gains exclusive access to a super move and builds his super meter 
effortlessly, his most valuable upgrades ore his modified normal moves. His new standing HK provides a safer 
method of moving forward while conserving charge than his MK Knee Bazooka, He lo guns directional con- 
trol of his standing MK Rolling Sobat, and can now move forward or backward with it, While the forward vari- 
ation of this move is a powerful offensive tool in footsies, the backward MK Rolling Sobat provides the rare 
ability of retreating from an opponent's attack while simultaneously attacking. Backward motion on the 
ground is impossible without it because the presence of an opponent's attack on-screen triggers Guile’s block- 
ing onimation. 

Unfortunately, Guile’s new standing HP Right Hook, which prevents him from retaining charge, mokes this ver- 
sion of Guile o bit weaker while performing his HP Backfist. Overall, the Super Street Fighter Turbo Guile is 
the most versatile and best from an offensive-fighting standpoint, and it is recommended for players who 
enjoy playing footsies. 


SUPER STREET FIGHTER II 


CORNER ONIY—+ + MK, HR HP 
‘SONIC BOOM, HP 


® 


Jump in HK, + + Le HP HK 
ii Somersoult Kick 


@ 


HP Sonic Boom, + + LP LP LP Sonic 
Boom, + 41K, -» + MK 


& 


Jumping crossup LK, #4 LK, # 
1K, standing LK, Double Somersault 
Kick super combo 


COSTUMES 


@& 
BAD MATCH-UP 
VS VEGA 


ego's attack range, move priority, and jump speed have made him one of Guile’s most dangerous opponents since Champion Elton, Vegos quick 
jumps enable him to hop over Guile’s Sonic Booms, and his high-priority air attacks enable him to overcome most of Guile's anti-air normal moves. 
On the ground, Vega’s constant barrage of claw pokes makes it difficult to maintain an effective defense. To stand a chance in this fight, use Guile's 
Sonic Booms sparingly at carefully planned ranges to avoid Vega’s ground pokes. Also, stay outside of Vego’s best jump ranges. Patience is the key 
to tricking an opponent into jumping while Guile is charged for a Somersault Kick. Once knocking down Vega, fllow through with a tick setup or go 
for a jumping cross-up attack. Vega lacks a good Reversal, which leaves him susceptible fo precisely timed throw attempls. To defeat Vega, follow 
through on every successful knockdown and pressure Vega into making mistakes, Playing carelessly will give your opponent too many opportunities 
to toke advantage of Guile’s weaknesses, but you must must be willing to take some chances. Playing it safe in this match-up may lead to a slow loss. 


ans 


NORMAL MOVES 
STANDING 


Super Street Fighter 1! Guile retoins the same exact set of basic 
normals since the Champion Edition incarnation. The Super 
Stree! Fighter I! Turbo upgrade adds {wo completely new stand- Super Street Fighter II Turbo Guile loses the close-range HK 
ing normal attacks; his standing HP Right Hook ond stonding High Kick, restricting his ant-air options in favor oF greater 
HK Advancing Kick. The gameplay and strategy remains the mobility. 

same with these new changes. = 


STANDING CLOSE 


Super Sireet Fighter I Guile retains the exact some set of nor- 
‘mal moves since his introduction in Street Fighter I However, 


FORWARD 
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MK 


ROUNDHOUSE 


sie. - c foe 


th dose, + /= HK ; Roundhouse) 


Guile’s + + HK special normal is great for going over most charac- 
ter’s crouching attacks. Guile turns himself upside down and kicks 
‘the opponent in the head from a far distance. This move is great for 
~ a surprise fo beat your opponents crouching attacks. 


@ @ 


Guile’s Knee Bazooka has been moved over to the LK button in Super 
Siteet Fighter 1! Turbo. Interestingly enough, this creates some new 
combo possibilities for the move by ollowing it to be chained from 
Guile’s crouching LK attacks. 


36 


The ful set of Guiles crouching atacks remains essentially 
unchanged throughout all of his versions in the game. His 
crouching NK is fl hs bes long-range attack, and his crouch 

ing HP sill fundions as a very depondable anf-ir attack. 
Unfortunately, his crouching HK foot sheep is stil the slowest = 
‘affack of ifs fype in the game. 


| ++lP 


STRONG 


ae 
Sper Sige! Fighter Turbo Guiles moveset hos been mii 
sil to make oom fr his new dectonal MK Rolin Soba, With 
the conrlbl Rling Sobos king up the NK buto, he hs an 
extremely fast MK move which con move boh orvard and bck. 


@ 


Seer from the modification of Guile’s vertical jumping MK in 
Soper Street Fighter 1! and Super Street Fighter I! Turbo to use 
He come animation as his stonding MK Rolling Sobat, Guil's 
Sere arsenal of cir attacks remains the some . The forward 
Seeing MK is stil his best frontal cithorne attack, while his 
JSercing HK remains his best at-to-ar attack. Finally, his jump- 
fee {XK knee is sill his only true jumping cross-up attack, 
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THROWS 


Guile’s throws remain untouched throughout his transition 
from Sireet Fighter II all the way to Super Street Fighter I 
Turbo. Like the other characters, only other Super Street 
Fighter 1! Turbo characters con escape one of Super Street 
Fighter Il Turbo Guile's throws, Since Guile isn't overly depend- 
ent on throws, and hecause many of his toughest match-ups 
arise from Super Street Fighter I! Turbo characters, this fact mo 
favors Super Street Fighter Il Turbo Guile overall. “3 
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SPECIAL MOVES 
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Charge + 


Charge + + , Somersuul Kick 


Despite obvious cosmetic alterations in the appearance of Guile’s Guiles LK and MK Somersault Kicks remain the same, but his HK 
Sonic Boom, the move remains essentially unchanged. It travels Somersault Kick hos reverted to the original single-hit knockdown form 
clang he some hrzonal xis bel nd eaves os uk Pa sch he noma Steet Fir Iason, Ahaugh he ho 
Iy sil hemos vlc fol in Gules arsenal htveson ent in rb and Champion aon ae mised on is 
seat, leaving pponens standing ond ule verbo ou 

ero players uy learned rely on he LK and NK ve 

® 1D rise Theos ngs sh ef rl, 


SUPER COMBO 


®, i: 


Charge exe x + K Double Somersault Kick | § 


Because Guile gains so much Super Mafer with every Sonic Boom, i's 
fore for a round to end without gaining access to this move, 
Unfortunately, the Double Somersoult Kick is arguably one of the 
‘weakest super moves in the game compared to other characers. I's 
‘otal unsafe when i gets blocked, Furthermore, it must be performed 
tt point-blank range to connect with all ofits hits. If not, it will fil to 
‘knock down the opponent, leaving Guile vulnerable to counterattack. 


On the plus side, if can score four powerful hits against airborne oppo- 
nents when timed properly. The only use for the Double Somersault 
Kick outside of anti-nir situations isto finish off on opponent through 
multiple hits of block damage, You shouldn't concern yourself with 

landing this move; getting irigger-hoppy with super moves is one of 
GF 268 wos srk of yor ove ge pon, 


STANDING 


Ken and Ryu’s normal moves are identical. Ken's standing MP is great 
ct stuffing projectiles before an opponent can finish throwing them. His 
HK is ideal for stopping jump-in attacks, if there isn't fime to complete 
a Shoryuken. 


STANDING CLOSE 


Ken's standing close: normals are his staple for 
big damage, In close, Ken has the ability to 
dizzy you if he connects with anything, If Ken 
connects any normal move, he can chain it 
into alot of moves that result in a dizzy. A. 
standing HP up close will combo into any spe- 
cial move that Ken has, and MK will combo 
into special moves in Street Fighter I! Turbo. 


All of Ken’s crouching kick moves are extremely useful. The crouching 
LK is great for unleashing muliple hits and, when chained together, 
they can sometimes dizzy an opponent. His crouching MK can two-in- 
one into any special move, which mokes ita very powerful normal, His 
crouching HK is great for buffering a Hadoken, whether or not i con- 
nects, as the Hadoken will come out afer the sweep fs complete This 
{5-0 great technique to use for trapping opponents in the corner 
with the Hadoken.. 


THROWS 

Because Ken has aslover projec is tick throw fraps are 
‘almost inescapable, Using a slow projectile followed by a 
‘throw is a ruthless strategy! Ken’s kick-throw animation is 
different than Ryu’s, as Ken rolls twice on the ground and throws 
his opponent, while Ryu only rolls once, 


38 


NORMAL MOVES 
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> /++MP/ HP 


> /~ + MK / HK 


JUMPING 


‘See air moves are best utilized for jump-in attacks. Some of them can, 
‘ ==1 to beat your opponent's move in the oir. For example, all of 
‘Se stwight-up moves have priority over is ump-forward moves. Use 
Fk when an opponent jumps in to knock them out of the air, 
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Tatsumaki Senpukyaku | 


FORWARD FORWARD $x > + Any P. Hodoken) = 4+ +K 
5 a This cool projectile, like other projectiles, can be used to pressure Ken's Tatsumaki Senpukyaku és great to use in multi-it combos, espe- 
AS ‘opponents, keep them at bay, and force them to jump or make a mis- cally if you don’t want fo knock down your opponent, In Street Fighter: 
toke. Ken's Hadoken is slighty slower then Ryu's, but it can still be 1), this special move is the exact same as Ryu’s. Inthe Champion Edition 
used in a: combo. version, Ken’s Totsumoki Senpukyaku doesn't knock down on the first 


connected hit, so it can be used in a combo for multiple hits. Inthe 
Street Fighter Il Turbo version, use the Talsumaki Senpukyaku as 
(G enoin-nein the fo tree or mores, 


++MK 


ROUNDHOUSE 


= 4.4? Shoryuken|) InAirte = +K —___Tatsumoki Senpukyaku 


Ken's Shoryuken is the most recognized move in all of Street Fighter. Instead of knocking down an opponent like Ryu’s Tatsumaki, this 
At changes in Champion Edition, though, to distinguish the move a bit ‘move continues to hit in the cir. This con lead to big damage ond 
from Ryu. In this version, it’ copable of multiple hits, just like his oftentimes o dizzy, if i’s used in a combo. 
Taisumoki Senpukyaku. tt also gains an arc that makes it much eas- 

ier to use 0s an onicir defense @ 
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COSTUMES COMBOS 
STRETINGHTERIMSS22585 7 Ce STREET FIGHTER II 


COSTUME Jump in HK, HB LP Shoryuken 
WD 
STREET FIGHTER II 
ALTERNATE COSTUME sake Sina 
W 
SIANFOUSEIF STREET FIGHTER II CHAI 
COSTUME Cross-up HK, HP HK Tatsumaki 
Senpukyoku 
‘TURBO 
COSTUME 


@ 


STREET FIGHTER II Coup KH HP Shayaken 


Street Fighter I! Ken is all about combos. Master the 4-hit combos ond 
you'll most certainly dizzy an opponent every time. Cross-up HK, 
crouching LK, and LK + HP together (to make the LK cancel into « HP), 

then finish with a HP Hadoken. Learn this combo and use it each time @ 
you dizzy and opponent for an easy victory. 


STREET FIGHTER II TURB 
Jump in HK, ¢ + HK, HK Tatsumaki 
Sengukyoko 


STREET FIGHTER II e 
CHAMPION EDITION 


\n Champion Edition Ken has a faster Hadoken, which is great for 
Hadoken traps, Since he has a Shoryuken that arcs, use his Shoryuken 
when an opponent jumps out of the Hadoken trap. This is one of the 
most difficult traps to escape from in the game, so use this tactic 1o @ 
defeat your opponents. 


Jumpin HP + + MP + + HK 


STREET FIGHTER Il TURBO 


Hore is where the changes really begin. Ken’s Tatsumaki Senpukyaku is, 
much faster and adds hits toa combo. Ifyou tvo-in-one his jumping HK 
into an cir Tatsumaki Senpukyaky, it creates a dizzy almost every time! 
Ken's Shoryuken is also capable of knocking down, so combo into it to 
make your opponent drop. You can even take advantage of projectile 
fraps or zoning games, 


GOOD MATCH-UP 
VS. CHUN-LI 


Chun Lis main weakness is that she must be close to be effective. Obvioulsy, the main goal is to keep, 
her away! Mix up the Hadokens with different speeds, then use a Shoryuken when she jumps. After 
‘knocking down Chun-Li, throw a LP Hadoken to hit her on the back of her head on her woke up. Follow this Hadoken 
‘and throw her after it hits, or continue to barrage her with Hadokens in the corner. It is extremely difficult for Chun-, 
Li to escape this trap without jumping, and Ken's Shoryuken should punish her if she does get airborne, 
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SUPER STREET FIGHTER II 


Super Sireet Fighter I! Ken has gained two new properties for his older moves in this version, He now has the 
ling Shoryuken. This move hits three times for serious damage. It also goes up at more of a angle than 
‘Also, since it hits three times at different points in the arc, you will be able to hit opponents from far- 
‘= away than before. His new ond improved Tatsumaki Senpukyaku now has a rainbow pattern (in the ait). 
fe con also use i at the end of your jump, to maximize your safety, and still hit your opponent with a 
Jesumoki Senpukyaku. 


COMBOS 
SUPER STREET FIGHTER Il 
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SUPER STREET FIGHTER I! TURBO 


The differences between Ryu and Ken have been growing steally since Champion Elton, but these difer- 
ences are very easy to see in Super Turbo. Ken gains an overhead kick move in this version, which hits mid 
then hits high. Sadly, his best new asset in this version is not a new move, itis his MK throw. Ken now grabs 
his opponent by the head and knees them in the stomach multiple times. This opens up one of the greatest 
rmix-ups ever. When the throw is complete, it pushes the target into the cir while Ken stays on the ground. This 
prepares you for another throw, or a crouching attack linked into the Shoryureppa. This technique can also be 
‘employed to trick your opponent by walking under them fo get on the other side. Yet another option is fo jump 
‘up and use a LP and two-in-one this move into a Tatsumaki Senpukyaku. Ken’s HK in this version is also a 
great asset, since it moves farther than any of his normals, The new special kicks in his arsenal con be used 
for tricks too, ike doing HK (no hold) version while standing directly over someone getting up. Ken “teleporis” 
to the other side and can combo them from behind for a surprise. 


Gross-up HK, LP + + LP HK 
Taisumaki Senpukyaku 
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Cross-up HK, HP HP Shoryuken 
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Cross-up MK, #4 MK, sc MK, 
4+HK 
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Jump in, (ay Kick) ir etsumaki 
Senpukycku, + + UK, Shoryureppa 
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BAD MATCH UP 
VS SAGAT 


en has mojor problems in this battle. Ken has no reliable ways to gat close to Sagat without doing a blind air Tatsumaki Senpukyaku. Fighting Sagat 
with Hadokens only works for a limited time, so avoid that strategy. Some people like to use Sagat’s Ground Tiger Shots in sets of two, so use the 
LK Tatsumaki Senpukyaku twice in a row to hop over them. This will keep you within range for a quick Shoryuken or close combo. Don't get close 
with on Air Tatsumaki Senpukyoku, unless you anticipate a Ground Tiger Shot. Or, do one quickly after jumping to create a lower flying arc and get 


back on the ground sooner. Otherwise, you may get knocked out of the air by a Tiger Uppercut. When Sagat gets knocked down in the corner, use 


a Hodoken trap to make him jump, or force him to battle it out with Tiger Shots. 
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NORMAL MOVES 
STANDING 


There are big changes to Ken's HK move in Super Turbo, i now 
goes much further and it can't be used for anti-ir attacks. itis 
great at stuffing attacks and getting close fo opponents. IF you 
play against someone who hesitates o lot, use this move to 
make them reac, 
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STANDING CLOSE 
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Ken’s close MK has been replaced by a one-hit axe Kick in 
Super Trbo. The HK cxe kick is completely gone, having been 
replaced by his new HK normol. In many ways, his version of 
Ken is o complete departure from the early versions of Ken and 
the Super Street Fighter II version. 
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SPECIAL NORMALS 
JUMPING 


One change in the Super Turbo version of Kenishis x / + / 
+ MK. This is a great move for crossing up an opponent, 
because it almost always crosses up when you jump in with it. 
And, unlike Ryu, Ken can follow up a hit with « combo since it 
doesn’t knock down his opponent, 
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THROWS 


ex's MK throw, in Super Turbo is one ofthe best in he a 


jame. 


He grabs his opponent's head and knees him in the stomach, 


You con mash on the controller for quicker, additional 


hits 


After the knee strike you ore dearly ot an advantage, because 
you are on the ground while your opponent has to come down 


from the oir. There ore several mixups off this throw. 


— 


Side and perform a combo, Or, you have the ability to go 
iow, or overhead, 


THROW 


For 


‘example, just walk toward your opponent to warp to the other 
high, 
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Hadoken ] 


This version of the Hadoken is faster than its predecessor, but slower 
‘than Ryu’s Hadoken. It also has alot less recovery than before, which 
mokes ita really good projectile. The LP Hadoken is extremely slow 
‘so you can wolk behind it and follow it up with a normal attack. 
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Shoryoken 


Ken's Shoryuken uppercut differs immensely from Ryu’s in these two 
versions. When performed with LP it hits once, MP hits twice, and HP 
hits three time ond includes flames. Also, the Shoryuken extends fur- 
@™ from the starting point, making it somewhat more effective. 


SUPER 


~— 


Shoryureppall 


The Shoryureppa is « great super combo for anti-air attacks that have 
good priority, For example, if someone playing os Zongif con- 
stantly jumps toward you with the Body Splash multiple times, use 
this move to guin some space. Because this move starts with 
invinaility the Shoryureppa will connect and your oppo: 

nent’s attack won't. You con add this super combo to 
GFowoicer ‘ombo to produce huge damage. 
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Tatsumaki Seny ee | 


Ken’s Tatsumaki Senpukyoku still hits multiple times, and it has 
gained a rainbow effect in the oir. It can also be perfomed at the last 
second, while approaching the ground, to minimize the exposure of 
getting hit, If you perform this move at the last second above an 
‘opponent's head, it will connect twice and create a short period of 
time to follow with a combo, Using the LK Tatsumaki Senpukyaku in 

the air before landing is a great way to charge the super meter 
@ in Super Street Fighter Il Turbo. 


PyeSage 


4x > +H, hold for second overhead kick 


Although the overhead combos here, ican stil be used as an over- 
hend if it gets blocked. Holding down the kick button causes the 
move to {urn info on overhead attack if your opponent blocks low. 
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STANDING 


Ryu’s normal moves are pretty slow. His standing HP has distance and 
it can punish opponents when it connects. However, the the opportunity 
fo use itis limited because itis slower than most other attacks in the 
‘gome. On the other hand, Ryu’s standing HK is « great onti-oir attack if 
‘an opponent is out of range of Ryu’s Shoryuken. 


STANDING CLOSE 


Ryu’s lose normals are great in a combo because 

they cause big damage, A close-range HP can be 

followed by « Hadoken for a Wo-in-one, Also, Ryu's 
standing LP can set up chance for a throw if itis 
blocked. 


Ryu's crouching normals are great to string together for big combos. You 
con chain five crouching LKs together or end it with a crouching HK. 
Sometimes, you can dizzy an adversary by linking five LKs together. 
You can also “buffer” moves off his crouching HK. For example, do 0 
crouching HK, then buffer a Hadoken to come out during the last few 
frames of the crouching HK. Although this won't act as a combo, it’s a 
great way 10 keep the pressure on a blocking opponent, Ryu also has a 
great crouching MK, which can used for a two-in-one with a Hadoken or 
a Shoryuken afterward, 


THROWS 


Throws with Ryu ore especially important, because you con follow up a 
Hadoken to put them in block stun, and throw them while they are still 
blocking without retaliation. These Kinds of tactics are considered 
cheap” by some players, so keep thatin mind. Throws are also the only. 
known difference between Ryu and Ken in Street Fighter If; when Ryu 
does his kick throw, he rolls only once. 


NORMAL MOVES 


STRONG 


MP 


s _FORWARD 


MK 


STRONG 


+4+MP 


FORWARD 


FIP AN 


> / = MK /HK 


J FIERCE 


FIERCE 


wa 


| ++HP 


ROUNDHOUSE 


JUMPING 


Sys air moves are fairly straightforward. His jumping LK in the air has 
© et of priority, but it causes almost no damage. If you are looking to 
‘© ese to on opponent upon landing, itis the best move to use. 


SPECIAL MOVES 


Hatloken | 


bus Any P 
Beets The Hodoken, one ofthe best projectiles ever, isa mighty force. The Ryv' TosumokiSenpukyaku s grat if you need to ravel long ds 
power of the Hadoken comes from Ryu's own fists and leaves an ances in a short period of time. It can go aver Guile's Sonic Boom and 
STRONG STRONG imprint of his fists inside. The Hadoken has three different speeds Dhalsim’s Yoga Fire, foo. Use it in conjunction with o crouching MK to 


combo for hig damage. From Champion Edition onward, the 
Tuisumaki Senpukyaku knocks down on adversary on the first suc- 
ssful it. In Street Fighter 1 Turbo, you can 2-in-1 the Tatsumaki 


W @ Senpukyoku in he cr ond and make it connec fortwo its. 


and mixing them up wl relly confuse an opponent 


++ MP 


FIERCE 


Shoryoken | 


Ryu’s Shoryuken is one of the most powerful moves in oll of Street 
Fighter. \vinflicts huge damage and is effective against anyone who 
des fo jumpin. The Normal version ofthis move only knocks down 
your opponent when he or she gets hit out of the air, so beware, This 
move also hits on opponent tice onthe ground if you are fighting 
in close. This is your most prized asset when fighting opponents, You 

‘can algo combo the Shoryuken after a crouching MK or a stand: 


W ing HP in close, 


> +P 


++LK w/a+lk 


FORWARD FORWARD 
¥: Dy, 

++ MK s / 7+ NK 
ROUNDHOUSE ROUNDHOUSE 


In Air te + +K 
The oir Tatsumaki Senpukyaku is « valuable upgrade for Ryu. Use it 
to fly across the screen where very few adversaries con reach you, or 
use it fo confuse an opponent by using it on the other side to cross y 


him up. Lastly, unleash it in a combo on bigger characters, such 
++ HK s/t (GG os Saat ond Zoi. 


COSTUMES 


STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME N 


STREET FIGHTER II 


Sireet Fighter If Ryu is all about combos. if you master the 4-hit com: 
bos, you can dizzy your opponent almost every time. Ryu also has a 
“glitched out" combo that utilizes LK + HP. Stort with a cross-up HK, then 
do-a crouching LK, link LK + HP together to make the HP combo, then, 
finish with o HP Hadoken, If you master this combo, you can dizzy your 
‘opponent almost every time. 


STREET FIGHTER II 
CHAMPION EDITION 


In Champion Edition, Ryu gained a foster Hadoken that is great for pro- 
jectile traps. Because he has the fastest projectile in the game, i's pos- 
sible to lock down characters in the corner with multiple HP Hadokens, 
Wf they get out of this trap and jump toward you, take them out of the 
‘air with a Shoryuken. 


STREET FIGHTER II TURBO 


With the addition of the air Tatsumaki Senpukyaku and the invincibility 
of the Tatsumaki Senpukyoku at his disposal, Ryu is the arguably the 
best Street Fighter 1! Turbo character. Use the LK hurricane kick when 
fighting in close quarters (since it has invincibility) to stop many of your 
‘opponent's moves. This is also the only version of Ryu that can two-in- 
‘one a Tatsumaki Senpukyaku in the air and make it connect, Ryu's 
Shoryuken also knocks down opponents in this version, so when you 
combo it your opponent will be floored. This tactic enables you to pre- 
pare Hadoken traps or other waiting/zoning games, 


STREET FIGHTER II 
GRUP) # BLK 


‘pin HP HP Hadoken 


WD 


Jump in HE. + + HK, HK Taisumaki 
Senpokyaku 


7] 


Crossup FK, + + MP + + MK, HP 
Hadoken 


@ 


GOOD MATCH-UP 


VS E, HONDA 


When fighting £. Honda, you should be in the drivers seat, E. Honda's Headbutt is almost useless against « good Ryu player. Throwing Hadoken’s 
will stop most of the Headbutt’s from connecting. Your opponent will likely resort to jumping or performing the sumo splash. Just keep your distince 
from Honda and you should fair well in the fight. You can actually use a crouching HK against all of E. Honda's jumping attacks, including the Sumo 
Splash. Don't get too close fo €. Honda while he is on the ground. His excellent throw range and wakeup moves are high priority. If he gets too close 
to you, use an air Tatsumoki Senpukyaku to get away and start the pracess over again, 


SUPER STREET FIGHTER II 


ee Street Fighter II Ryu gained a new move and a new property for an older move. He now has the 
Hetenetsu (red) Hadoken, which wos o glitch in earlier versions of the game and would only appear ran- 
Seeby. Due to the high popularity of this so-called glitched “Red Hadoken,” it was added to his arsenal. The 
Sekenetsu Hadoken leaves an opponent in a burned state a litle longer than the normal Hadoken. At close 
=, this move knocks down your opponent. This is crucial when attacking with crouching MK and chaining 
‘Shakunetsu Hadoken. His new and improved Tatsumaki Senpukyoku now has a rainbow pattern that 
abs. It starts close to the ground and makes an arc as it goes across the screen. You can also use it at the 
sed of a jump (1o maximize safety) ond hit your opponent. 


COMBOS 
SUPER STREET FIGHTER II 


++1K, ++HP Shakunetsu Hadoken 


& 


Grossup HK, $4MP + + HP 
‘Shokunetsu Hodoken 


SUPER STREET FIGHTER I! TURBO 


One of the best things that Ryu received in his Super Turho form is a super-fast overhead move. This move 
+ MP can hit ducking opponents and combo into almost anything. He also has a + + HP move that is excel- 
lent for a Frome Advantage when blocked. You can follow this move up with o throw, mix it up with an over- 
head attack, or use a crouching MK into Shinku Hadoken. Another new move isthe jumping MP. This MP 
enables you fo jump into the oir and hit an opponent up to three times. Upon landing, you can use Shinku: 
Hodoken and hit your adversay two additional times for 0 5-hit juggle combo. This move also has a lat of pri- 
ority in the air, so the chances of landing it are high. 


& 


SUPER STREET FIGHTER I! TURBO 


On crouching opponent, + + MP + 
+ MK, Shinku Hadoken 


@ 


441K x 3, Shinku Hadoken 


COSTUMES 
A 


BAD MATCH-UP 
VS VEGA 


Yega has lots of strengths, so read onward to learn some key strategies. One advantage he has over Ryu is his speed. Your opponent can react to a 
Hadoken, jump over it, and hit you with « 2-hit combo fcirly eos, Only throw Hadaken’s from afar, or fake them up close fo psych Vego into jump: 
ing straight into a Shoryuken. Another key advantage for Vega is his ronge. The claw on his hand gains him some extra reach to complicate things. 
Fortunately, all of Vega’s normals can he stopped with a crouching HK. The only one that can't be countered in this manner is his crouching MK. Ryu’s 
crouching LK will put an end to this attack. IF your opponent starts utilizing Vega's Flying Barcelona Attack, use Ryu’s LP Shoryuken. If you use on 
HP Shoryuken, your opponent can easly land before you and cause big damage. Lastly, don't get near Vega on woke up because he has more range 


in his throw than Ryu. 


NORMAL MOVES 


STANDING STANDING CLOSE CROUCHING 
His standing moves haven't changed at all. He still has HK A few changes here include the fact that Ryu’s cose-range MK Ryu’s crouching attacks are great for chaining together far big 5 
which is great for anfi-air attacks if you don’t have time to do can be followed up with ony special move, and his HK Axe Kick damage. Almost all of them can be used in conjunction with a 
a Shoryuken, His punches have range and can trade with pro- hits twice instead of randomly. {wo-in-one, His crouching MK hos a lot of range, so use that a 
jedtile throwers a lot of the time. {ot fo follow it up with a Hadoken. 


JAB 


JAB ) SHORT 


+4+lP ++lK 


p STRONG FORWARD 


a2 FON idk te 5 24, eee ae 
mp MK | MP MK ++MP 


FIERCE FIERCE 


= /eeme He PB f= mK / HK 


SPECIAL NORMALS 


Pee Indes HP 


This moves « overhead attack, which means that if an opponent is This move fs an advancing move. Because ofits incredible speed, i's 
ducking it wil it him or her while they are blocking. This is a great possible fo gat next to your opponent very quickly, Ths is also effec- 
maye to keep your opponent guessing. You can also use this move to tive when your opponent is blocking, It puts him or her in a pressure 
stort off a combo. situation, since they must determine if an overhead attack or a low 


& GF Shinku Hadoken is on its way. 


SPECIAL MOVES 


JUMPING 


Ryu's primary goal when jumping is to land that all-important 
combo. Every single one of his jump-in moves con start a mas- 
sive combo and almost dizzy the opponent. 


Ryu’s only change here ishs = / + /* + MP This move can 
be repeated for a total of three hits, and it can be linked into 
«combo after a Shinku Hadoken. lt oso has great cir priority. 


JAB 
‘ estos Any Pa Hadoken | 
This Hadoken is faster than its predecessor and it has a lot less recov- 
cy time than before. Ths makes the Hadoken a really good projec. 
+elP x fw alP tile. Not much else has changed with this move, 
STRONG STRONG 
++MP a /6+MP 
FIERCE FIERCE if : 
A i sealing r 
Si te soy a 
so i EA Ryu’s Shoryuken uppercut is only one hit now with each punch but- 
ton. It also knocks down your opponent every time regardless of the. 
++HP a /s+HP e™ 
SHORT 


SUPER COMBO 


af olk 


++ 


FORWARD . FORWARD 


bus eur ee Shinky Hadoken 
‘This Shinku Hadoken is the only super projectile in the game, It com- 


++MK [6+ bines Ryu's power and unleashes five Hadokens in one, This is a great 

operon so many levels youre ving o projet fight and Ryu's 

Super Mee charged se the ShinkuHadoken ogo trough your 

Pn NOHO ROUNDHOUSE opponent’ projectile, Tis resuls’n he loss of only one ofthe five 

Hookens while the oer four hit your opponent. Tis Shinky 

—~ Hadoken is also very effective at getting out of lockdown traps that 

have you suckin the block stance inc the Shinku Hadoken 

eee GF exis vinta wiht it can oko be used on woke up 

++ HK 


STRONG 


7 /s+MP 


teeek Tatsumaki Senpokyaku 


Ryu’s Tatsumaki Senpukyaku lost the invincibility from Street Fighter I! 
Turbo, but it guined a rainbow effect that changes is trajectory. You can 
also use this move at the last moment while approaching the ground to 
minimize exposure. Either way, it almost always knocks down its tar- 

get. Using the LK Tatsumaki in the air (before landing) is a great 
& Way fo charge the Super Meter in Super Street Fighter I! Turbo. 


Shakunetsu Hadoken | 


The infamous Shokunetsu Hadoken. lt can dizzy an opponent from 
great distances and knock him or her down at close-range, 


we tur +P 


> i S 


cangiet : 


NORMAL MOVES 


STANDING 


Standing MK is one of the best harassment moves in the 
game—if done versus Ken/Ryu as they throw a Hadoken, it 
will snuff their attempt. Standing LK from for away hos the 
benefit of beating certain attacks (such as Guile’s crouching 
MK), as well os setting up Spinning Pile Driver attempts 
(blocked or not). Standing HK is also a decent onti-air 
‘attack against certain jump in attacks, 


STRONG ) FIERCE 


” ROUNDHOUSE 


STANDING CLOSE 


Use an early standing MK os the oppo- 
nent is getting up ond input the command 
for the Spinning Pile Driver, or you can 
combo a Spinning Pile Driver into a standing LK if 
it hits. Against some characters (especially versus 
Dhalsim) close standing MP becomes very important because 
they are forced to block it even when they are crouching. 


SHORT FORWARD 


CROUCHING 


Crouching LP is one of the mony secret moves to playing a good JAB STRONG FIERCE 
Zangief. It will stop many attacks (Honda's Headbutt, Blanka’s Rolling 
Aviock, certain attacks from Dhalsim, etc), 0s well as put up a shield for 
the opponent to deol with. Beyond all of that—it also sets up many 
combos and Spinning Pile Driver attempts. Crouching HK will be your 
other strongest crouching attack. Not only is it relatively fast—it knocks 
the opponent dovn, which allows for more Spinning Pile Driver attempts, 


THROWS 
PILEDRIVER “FACE CLAW SHOULDER THROW 


‘AT CORRECT DISTANCE, 


CLOSE, ‘AT CORRECT DISTANCE, 
~ +MP / HP 


> +MP > +MP 


LOSE, = + MP. 


JUMPING 


Tere ore going to be times when you are getting zoned out by projac- 
ss and you have to jump. Jumping HP is a good move to start with 
Scouse it has a lot of range, and it avoids a lot of projectiles. 


SPECIAL MOVES 


STRONG 


= Spinning Lariat 
When fighting versus anyone with a projectile, the Spinning Lariat is 


going to be what you will use half the match—either to avoid the 
projectile, or try fo get in close while protecting yourself 


3 punch buttons 
++lP 


FIERCE 
In Street Fighter 1! Champion Edition, Zangief con move forward and 
backward during this move, 


In Street Fighter I! Turbo, 3 kick buttons initiates the same move, but 


ry) he cannot be swept out of it, 


++ 


a /nelK 


360-degree controller motion + P Spinning Pile Driver) 


Spinning Pile Driver i what makes or breaks Zangiaf players, Your 
goo! i to not only lund this move, but also to have your opponent fear 
it. Hopefully, this will put them into a mindset to commit mistakes, 
while trying to avoid it 


FORWARD 


FORWARD 


The Spinning Pile Driver not only does a lot of damage, but also has 
++MK 
alot of range. You will wont fo learn the ranges of your opponents 
= attacks, so you can use the Spinning Pile Driver to counter their 
ROUNDHOUSE 


W special moves. 


GERMAN SUPLEX | 


SUPLEX HEAD BITE OVERHEAD TOSS 


AT CORRECT DISTANCE, 
> +HP = +HP 


SPECIAL NORMALS 


a : 
+ +MP / HP (on way up) Headbutt i 


This is one of the strangest moves in the game. If this move is done 
inthe early part of the round (first 5 seconds) i wil stun om hi. This 
{5 huge early in a match becouse getting your opponent dizzy and 

then hitting them with a Spinning Pile Driver takes away almost 


W 50% of their life bar. 


a [net eHP Body Press |) 


When you are on top of the opponent, the Body Press (jump, + + 
HP) is a really good move because it can cross the opponent up. 
W cand it forces them 0 block standing, 


‘ded 
Ly 
N 


Double Knee Press 


The Double Knee Press is added fo Zangief as a special normal in the 
‘Stroe! Fighter 1! Turbo version of the game. He was given a jumping’ 
LK that has the same (Dropkick) animation as his other jumping 


@ kicks in this version. 


431s 


a[xtealk 


) POWER BOMB 
ar 


a 


COSTUMES 


STREET FIGHTER II 


COSTUME 


‘STREET FIGHTER I 


ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 


STREET FIGHTER II 


Tngief is able to toke damage, and you should always keep this in 
mind, Never be afraid to trade damage for information —if you jump 
in twice in a row, and the opponent does the same thing, chances are 
they will the third time and that is when you switch things up and go for 
‘a mix-up that will let you connect with a Spinning Pile Driver. You may 
have to be patient and sit on the other side of the screen for half the 
round, just so you can realize where the gap is in your opponents 
‘attacks and go in for the kill when the opportunity presents itself. 
‘Master the Spinning Pile Driver from both sides and you will soon see 
your opponents fear. Zangief in this mode is unique because after per- 
forming a sucessul Spinning Pile Driver, he doesnt bounce very far 
back from his opponent —close enough to keep applying pressure as 
soon as his opponent stands up. 


STREET FIGHTER II 
CHAMPION EDITION 


Gaining the ability to move around with the Spinning Lariat helps out 0 
{ot, since it gives him positioning advantages while also allowing him to 
avoid projectiles. After a successful Spinning Pile Driver, Zangiof will 
bounces back very far from the opponent limiting his ability to go for 
another one as they wake up in this version. Although this takes away 
some of his options, he is still an opponent to be feared. 


STREET FIGHTER II TURBO 


Arguably the best version of Zongief ever! The Kick Loriat opens up 0 
whole new world for Zangief. This move can put him right next to the 
‘opponent while being invindble 10 crouching attacks, allowing him to 
use a Spinning Pile Driver when he recovers from the Spinning Lariat. 
Not only that, but the 3 kick Spinning Lariat recovers much faster than 
the punch version, allowing for positional mixups when trying to get 
close to the opponent. 


COMBOS : 
STREET FIGHTER II 


Gross-up + + HP in-air, + +LPx3, + 
+HK 


Goss Up + + HP in ir, MP MK, + + 
HK 


Goss Up + + HP in oi, + + MK, 
Spinning Lori 


@ 


STREET FIGHTER I! TURBO 


Cross Up + + HP in ait, + + LP x 2, 
HP 


@ 


He lPx 2 UK, + + HP. 


@ 


GOOD MATCH UP 
Vs RYU 


While Zongief does have a hard time versus many characters, his one winning matchup across the board seems to be versus Ryu. While your main 
goal against most characters isto try to get clase and land a Spinning Pile Driver, you don’t have to actually land one to win this matchup. What you 
do need is some patience and a good atfack plan, While you are for away from each other, nether one of you can do much damage. Zangief can 
Spinning Lariat through Ryu’s Hadokens and you can't attack him at all, So, the only time you will really hang out at this range is either when Ryu 
is running away trying to build up meter (Super Turbo Ryu), or you are taking a small breathing break trying to bait Ryu into coming closer to you. 
Around Mid Range (outside of Ryu’s crouching MK) you will want to harass him your standing MK while trying to get inside his attacks. Look ut for 
the occasional Hadoken and use your Spinning Lariat when you see it, or think it is coming. Even if you guess wrong you can either try to steer your- 
self backwards, or go for another one when you recover. Your main gool is to get in, so that you can get your standing LK to connect (blocked or 
‘not, you don't really care) to combo into the Spinning Pile Driver, Another good tactic is take a step back at this range and let Ryu throw a Hadoken, 
then do jumping HP to smack him in the head. A good mixup to use is a standing LK followed by a Spinning Pile Driver. For your next attack walk 
up ond use a standing LK, and chain it into a crouching HK—this will combo if itis done correctly and the LK hits. The reason why this works so well 
is that a lat of people will block the standing LK then try to stop the Spinning Pile Driver attempt with a Shoryuken—if they mess up their attempt 
‘you will rip them and get another chance to land the Spinning Pile Driver. Another mind game layer is to do standing LK, pause (to see if they are 
going to use « Shoryuken, or block), ond instead of using a crouching HK, do another standing LK and perform a Spinning Pile Drive. Note: you 
con actually combo standing LK, standing LK for a 2 hit combo. 


SUPER STREET FIGHTER II SUPER STREET FIGHTER I! TURBO 


Sere with Super Sireet Fighter Il, Zangief goes through some grow- Realizing that Super Street Fighter I! Turbo Zangief was never going to live up this his former Street Fighter 1! Turbo glory days, but they gave him. 
losing the low invincibility with the 3 kick Spinning Loriat, a new move that nullfies projectiles while allowing him to move forward. An interesting move that doesn’t necessarily replace the 3 kick Spinning, 
2 0 throw whiff on the Spinning Pile Driver, having three differ- Lariat from Street Fighter 1! Turbo, but it does bring a new dimension to Zangief allowing him to get closer and apply pressure to the opponent. His 
se Srengths of the Spinning Pile Driver (light punch does less damage super combo is very scary, and can turn the tide quickly in a battle. 

Se bord punch), ond on cir throw! However, his main strategy 

sersins the same—try to get close and use the Spinning Pile Driver. 

Be Double German Suplex/Flying Powerbomb gives him some fun 

sphens, when an opponent whiffs a normal attack right in front of him, 

see can attempt to grab them while they are in their recovery with it. It 

eet do that much damage, but the move is very fast. 


COMBOS 
SUPER STREET FIGHTER II 


Goss-up + + HP in oir, + + LP x2, 


HK 


® 


Cross-up + + HP in i, MK, LP. + + 
Ip + + HK 


@ 


SUPER STREET 
FIGHTER II TURBO 


ross up + + HP in iy LP + + MK, 
Banishing Punch 


Crossup + + HP in air, + + LP x4, 
LP Banishing Punch 


COSTUMES 


aasuez 2 F 


we 


BAD MATCH UP 
VS DHALSIM 


‘You are going to spend a lot of time on the other side of the screen away from Dhalsim whether you like it or not, Between blocking Yoga Fire and 
his limbs, you will get pushed back nonstop. Just remember fo be patient, and once you do get in, you are going to do a lot of damage, if not win 
the game. When your opponent uses a Yoga Fire, walk toward it and block it at the last possible second, so you don't get hit by it. Your goal is to 
get in and every litle inch counts. You want to jump in with the Double Knee Press (down+MK) alternating between jumping and pressing button 
arly, or late. You will often trade (usually losing out on damage), but sometimes trading is your best bet to get closer. When you do get pushed 
back, o crouching MP will hit some of his limbs depending on the attack. Don’t be afraid to use a Spinning Lariat every now and then. Especially 
when a Yoga Fire is coming your way, Remember that you have the bigger throw range and a much better throw than he does. So, if Dhalsim tries 
fo do any throw traps (slide into MAP throw being the most common) use your Spinning Pile Driver. Also, since you have the bigger throw range almost 
every single time you can get a standing LK to hit him, and go for the Spinning Pile Driver. He has to Yoga Teleport to get out of this trap, but itis 
easier to talk about this escape than itis to perform it, 


NORMAL MOVES 
STANDING 


His Ks grea for anyone jumping in on you. Since its w quick 
attack, it gets your opponent off of you. 


FIERCE 


THROWS 


Since the Spinning Pile Driver is his main throw, you don't want 
to use regular throws too much unless you are in a situation 
where you are trapped. 


PILEDRIVER 


> + MP 


FACE CLAW 


> + HP > + MK 


HEAD BITE AIR THROW 


AIR THROW 


INAIR, + /+ ++ 
MK / HK 


ABDOMINAL CLAW _ | 


STANDING CLOSE 


A his dose norms ae good for comboing ino the Spinning 
Pile Driver. 


SHORT 


FORWARD 


ROUNDHOUSE 


o/s, 441K / MK Double Knee Presi) 


The Double Knee Press is greut for getting in on your opponent and. 
having the option for the first move on the ground. Since it Is so 
quick, you wil be the frst to ac, and the mix-up game will be yours 
for the taking. 


afn+t+HP 4 3s 
The Body Press can crss-up an opponent from any range, and offen 
feads to big damage. If Zangief can get in close to an opponent, he 
has the upper hand. Use this move to confuse your opponent, and 
‘then go for a quick Spinning Pile Driver while they aren't looking! 


® 


Tongief’s whole setup game is the tick-throw into the Spinning 
Pile Driver. Crouching LP is great for that. 


— SHORT 


++i 


FORWARD 


++MK | 


ROUNDHOUSE 


++ MP / HP (on way up) 2 Heedbutt 


This move los its ability to dizzy in the opening seconds of a round, 
but has enormous potential when setting up the Spinning Pile Driver. 
Since it can only be done of a straight up jumping move, you must 
come down with the Headbutt, and immediately try for a Spinning 
ro) Pile Driver. This move has great tick-throw potential, 


JUMPING SPECIAL MOVES 


Zangief spends a lot of time in the oir since he has no projec 
file deterrent, A lot of his moves are high priority if you do 
them immediately when you leave the ground, Most of is ait 
moves can also be used on the way down to setup a Spinning 
Pile Driver His LK is extremely good for this purpose. 


3 punch buttons 360-legree controller motion + P Spinning Pile Driver 


Zangief can stil use this move as a great ant-air for people jumping Due to gaining the throw whiff, you have to be a little more cautious 

in ot him, and con also use it for passing through projectiles. with the Spinning Pile Driver. Before if you mis-timed the Spinning 
E Pile Driver tick and peformed it while they were still in block stun, 
FIERCE ‘you would just get a a punch atfack. In this version Zangief hugs: 
: @ ( s21e cc a ess hms wide open 


++P ++MP 


Idose360deqeecontrler motions K Double German Sopix ) At oe dstne,240-gee contalr motion KFyngPoverbonb 


This atfack dosen't have as much range as the Spinning Pile Driver, This throws most people off, but you will only be able to get away 
++i a/~+lK but it does have less stort up (no throw whiff) making it a viable with it once or twice before they start punishing you. Probably the 

option when using tick-throw tactics against your opponent, best use for the move is to try to grab normal attacks that miss 
@ Q sain on of yo, 


FORWARD 


++MK a /6+MK 
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eer) Bonishing Punch 

Wile having the Spinning Lait for yeas to deal with pro- 
! jettles, this move gives Zangief another option to 

+ +HK [sed rulify projectiles, while advancing loser 


GF crore. hg 


720 controller motion + P Final Atomic Buster 


{tis harder‘fo build up the Super Meter with Zangief than most char- 
acters, Even though you have to be next to your opponent while 
using this super combo, this move still strikes fear into opponents. 
‘Many of the setups are impossible fo escape, such as jumping LK into 
the Final Atomic Buster, or standing LK into it. A really important 
‘aspect fo master is blending the Banishing Punch motion into the 
Final Atomtic Buster, so you can tack on a super combo affer 


gg an opponent's projectile, 


Halrog 


NORMAL MOVES 
STANDING 


Although Balrog’s game doesn’t surround his normal atfacks as much as 
other characters, he does have some great normal attacks to keep in 
mind, Standing LP is a great move fo use, since if lets you stay in place 
while charging up for Rush Punches. Using this technique also 
protecls you from some atfacks, such as Honda’s 
Headbut, ond Blanka's Rolling Atock. Standing MPis 


STRONG 


i 


also a nice anfi-air move when your opponent is MP 
‘on top and attacking. If your opponent throws = —— — 
0 projectile at the stort of a round, > FORWARD 
‘a standing HP will hit him before the ts 


projectile even comes out! 


’ STANDING CLOSE 


Balrog’s standing close moves are great 
for leading into other normal moves or 
special attacks. His close LP is great for chain- 
ing together for big damage. Since he has no kick animations, every- 
thing that he does will come out in the form of a punch, 


STRONG 
oe 


ROUNDHOUSE | 
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CROUCHING 
Gouching HPis on important anc attack (inaddi- JAB } STRONG FIERCE 
tion to standing MP) in these versions of Balrog. * # 
Grouchng HK isa decent sweep (although it looks hy 
Like other attacks) and you can use ito poke your 
opponent . an Pm 
+4P +4MP +4+HP | 
) FORWARD ROUNDHOUSE 
1 ee 
i 4 
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JUMPING 


Don't spend much time jumping with Balrog, but if you must (ond you 
will have to every now and then) jumping HP and HK are usually the 
est options. 


++1P/IK 


THROWS 


Balrog has one of the best throws in the game, Not only can you mash 
for more damage, but you also get to walk under an opponent while he 
& flipping in the air recovering from it! This sets up many mind games: 
wolk under your opponent after the throw, use a crouching LP then 
throw him agein. You can also walk under your opponent and use 0 
crouching HK to trip him. Or, take a step (so that it looks like you're 
going to walk under him) ond perform a crouching HK so the attack hits 
your opponent from the other side. You can quickly turn the tide by 
throwing and doing one or two throw mixups. 


Hold 3 P or 3K, release Tuin Punch |) 


This is one of the most powerful moves in the game, since you can 
hold down the buttons to charge the attack until you hear him say, 
“Final!” By releasing this attack, you will deplete 60% of the oppo- 
nents life bor, Mastering the Turn Punch is a very important part of 
playing as Balrog, because it enables the player fo keep pressure on 
the opponent while also adding in pauses to Balrog’s attack strings. 


4n advanced throwing strategy is to throw with MP if you're going for 
a blocked move into o throw. If the opponent tries to jump out or count- 
erin some fashion, the standing MP will often hit them, 


THROW 


{n Street Fighter Ii Turbo, Balrog is invincible against low attacks and 
projectiles if itis charged for less than two seconds—this makes 
Bolrog quite a threat. Not only that, but you can store two separate 


+/+ +MP/HP D> chorges, one with the three;punch buttons depressed and another 
<7 ‘one with the three-Kick buttons. So, you can hold the three-punch 
buttons and release them to get “One count Turn Punch, then release 

Ta the three-kick buttons and get "Two" count Turn Punch right after the 


first one. 


Another good thing fo remember is that if you hold down all three 

kicks for the Turn Punch and you need fo use o Dashing Uppercut, 

‘you can do so by inputting the command (charging back and moving 

foward) and releasing one of the kick buttons. Oftentimes, if the 

opponent knows you're charging up the Turn Punch, they will 
‘attempt to toke advantage by jumping in, but you can surprise 
them with this technique. 


Charge +, > +P 

The Dash Straights the main attack, since your opponent can't duck 

‘under it. Even if they block, they stil take block damage. It i aso 

relatively easy to use this mave in a combo off « crouching LP or a 
stonding LP. These two options provide some quick combos that 
‘can serve up damage in short order, 


Charge =,» +K 


57 


Dash Straight 


Dash Uppercut i] 


Offen used as on anfiair atack When an opponent is either jumping toward 
‘ou from far avy, orjunping away from you when they are up close, An 
opponent can duck under this attack, but ths is another opportunity 1 cre- 
tle some mind games. If your opponent is blocking low und you perform a 

‘crouching LP use another one to set up a Dash Uppercut (which ill 
(Q vis) rt pride same neo howe. 
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COSTUMES COMBOS 


STE UI STREET FIGHTER Il CHAMPION EDITION 
COSTUME ‘ 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 


COSTUME +4 1K, + + LK LK LK Dosh 


Uppercut, + + HK 


STREET FIGHTER II ° 


CHAMPION EDITION 


The main strategy here iso focus on trying to land Boro’ mon dizzy jump HB'W LP 4, LB, LP Dash 
combos (ump in HK, crouching UK, standing LK, LK Dash Uppert, ——_Shaight 

standing HP. or crouching LX, crouching LX, standing LK, LK Dosh 

Uppercut, standing HP) while attempting to get close enough for a throw. 


~ STREET FIGHTER II TURBO 


‘This is where Balrog becomes interesting. Not only does he retain his @ 
poweful combos and his excellent throw, he also becomes invincible with, 
the Turn Punch, Now he can go through the projectiles that so easily 
plagued him in Champion Edition. The best strategy here is to keep the 
Turn Punch charged at all times (flying through projectiles when need- 
ed), while throwing out a barrage of Dash Straights, Dash Uppercuts, 


stonding HPs and an occasional throve. GOOD MATCH-UP 
vs RYU 


STREET FIGHTER II TURBO 


‘The Turbo version of Balrog has the Turn Punch, which helps him get around projectiles. If Ryu links a lot of crouching HKs into Hadokens, unleash 
‘a Turn Punch through the projectile and punish him, Don’t be afraid to throw out a standing HP if Ryu throws a Hadoken and keep the pressure on 
with the Dash punches. If an opponent starts using the Tatsumaki Senpukyaku to get out of trouble, smack him down with a crouching HP. 


SUPER STREET FIGHTER II TURBO 

This matchup changes slightly due to the Buffalo Headbut, but the main strategies stil apply: Stay on top of him, pressure him with standing HP 
use the Dash Low, and use Turn Punches. After gaining the ability to use a super combo, look for any opening fo land it. When Ryu throws a Hadoken, 
misses a Shoryuken, or a normal attack use the super combo to punish him. Even ifthe attack gets blocked, you should be safe and have a Frame 
‘Advantage that enables you to keep the pressure on. It is almost impossible for Ryu to perform a Cross-up on Balrog (except for an Air Tatsumaki 
Senpukyaku), so if he attempt one try to throw him and begin the High/Low mix-ups. 


COMBOS 
SUPER STREET FIGHTER II 


Jomp in HP + + LP LP Butfolo 
Aeadbutt 


Jomp In HK, + + UP x3, LP Dosh (a 


Straight 


SUPER STREET FIGHTER II 


While losing the ability to go through projectiles with the Turn Punch, 
Balrog gains a few new moves that keep him definitly in the. ‘gome and 
‘moke him o threat fo any character, He has gained the Buffalo Headbult 
Which is invincible to projectiles, and a set of kick moves that act like 
sweeps to knock an opponent down, 


SUPER STREET FIGHTER II 
TURBO 


With the addition of the Dash Low Punch, Balrog can now knock down 
‘opponents when it connects. He also has the ability to float in the air 
with + + HP, jus lke E. Honda, If he is about to land on a projectile, he 
will be able to avoid it last second, With these two new options, Balrog 
an be very aggresive, and he is « powerhouse to deal with, 


Jump in MK, + MK MP. LP 
Dash Low 
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BAD MATCH-UP 
VS STREET FIGHTER Il SAGAT 


While Balrog performs admirably against anyone with a projectile, things get more difficult against the original yersion of Sagat because his pro- 
jectile traps are better than any other character. Use a stonding HP to hit him when he tries « Ground Tiger Shot. The main goal in this match-up is, 
to stay alive long enough to charge the super combo, which is when the whole dynamic ofthis match changes. At this point, Sagat can longer throw 
Tiger Shots randomly, sine Balrog con use the super combo on him. This wil occur when he throws high Tiger Shots (you can catch him almost full 
screen), but there isn't as much range on Ground Tiger Shots. 


NORMAL MOVES . 
STANDING STANDING CLOSE CROUCHING 


While gaining new animations for most of his normal attacks 
from Champion Edition and Torbo, their functionality is much 
the same. Use standing HP to hit opponents at a distance, use 
stonding MP.os an anti-air atfack, and use standing LPto main- 
tain a charge ond for protection. 


Swe? 


Although it can no longer go through projectiles, it is still effective at 
keeping pressure on an opponent while building up the Super Meter 
for Super Turbo Borog. He sil has his “Final” punch, while also 
maintaining the ability to store more than one of these devastating 


@ attacks, 


mas Boffolo Heudbutt 


Although he lost the ability to go through fireballs with the Turn 
Punch, Balrog gained a new move that makes him just as dangerous. 
The Buffalo Headbutt not only has amazing range, but it knocks 
down and very rarely trades damage with anything . This move is 
@ key in most match-ups in which an opponent hos a projectile. 


Charge +, + +P 


60 


When fighting in close, you won't use your stonding normals 
very much. One thing to keep in mind, however, is that oppo- 
nenis can't duck under standing MK, which forces them to 
block. 


HP HK 


Charges, >+K sh Upperat 


The Dash Uppercut is sil just as good as it was in previous versions, 
{tis useful for getting close to on opponent and throwing them, You 
‘can also “glitch” it into the super combo by inputting the command 
then, after it hits, press, » + any punch, 


Dash Straight) 


In Super Turbo, Balrog’s Dash Straight no longer hits crouching oppo- 
nents, so you will likely use this move a lot, Since it is one of the 
faster special moves in the game, is best to continually use this 
move over and over until your opponent proves that he or she can 
e™ block it or counter attack. 


“Gharge =, > +P 


Balrog hos great crouching normals and almost all oF them 
have a use during a single match, Crouching LP/LK are stan- 
dard pokes that enable you to keep the pressure on while 
maintaining a charge, Crouching MK must be blocked low and 
if itis performed early (when an opponent is getting up from 
a knockdown), it sets up very powerful mixups. 


This move also counters many of the poke attacks that may 
have proven problematic previously, such as Guile’s crouching 
WK. Grouching MP is a great shield to throw out non-stop 
ecause it counters many different special attacks (for example, 
M. Bison's Psychio Crusher/Scissors, Honda's Hendbutt, etc.) and 
it can also be used fo combo into a Dush Straight (or Dash 
Uppercut) ifit hits an opponent on the ground. Crouching HP is 
‘a great anti-air attack, and Crouching HK i an excellent sweep, 


SHORT 
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+4MP ++ MK 
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| ++HP 


This move: resembles Bolrog’s normal Dash Uppercut, but it’s much 
‘more powerful. Not only does it knock down your opponent (the 
original one doesn’t), itends in +/x which is very important. This is 
because the Buffalo Headbutt is performed by charging down, then 
pressing + + Punch, The #/~ motion qualifies as down, so you can 
charge for the Buffalo Headbutt during this move! 


Ghurge =,» +P 


A really powerful tactic to use is a crouching MK, followed by o 
crouching MP into this move. Then, if your opponent thinks you're 
going for a throw, do a Buffalo Headbutt and hit his or her counter 
attack. If you are full screen away, against a character like Chun Li, 
use this version of the Dash Uppercut when she uses a projectile, 
Buffalo Headbutt to go through the projectile and hit her while she is 
sil inher recovery onimation. 


@G 


JUMPING 


Balrog gets some new animations in this version, which helps 
aut his jumping game. Jumping MP is effective against projec. 
tiles because it hits farther out than it looks. Jumping MK is a 
great poke that hits at an odd angle, and usually forces an 
‘opponent to block. Lastly, jumping HP and HK are good to 
throw out early, or late, in Balrag’s jump arc to counter attack 
various poke attacks, 


JAB 
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SHORT 


t+LK 


FORWARD 
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THROWS 


Balrog’s wonderful thraw from Champion Ealfion and Turbo 
moke a comeback, ond itis potentially better now that crouch- 
ing MK lends fo so much damage. The main strategies should 
revolve around walking under the throw, using a crouching 
(MK, ond either thrawing the opponent again or using a crouch- 
ing MP. If the crouching MK/crouching MP combo sequence 
gels blocked, perform a Dash Uppercut (it will miss), which will 
sel you up for a throw. 


w 


Ge" juggle an opponent i you catch them inthe ot 
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Gharge +, + + + + Pork “Geary Buffalo 
Balrog has one of the hest super combos in the game, Not only can 


he charge it up fost, but it also hits with lightning-fast speed ond 
uses tremendous damage. 


You con activate it with ether Punch or Kick. With punch, the firs 
move is a Dash Straight; with kick, the first move is « Dash Uppercut, 


No matter what you use, if you press kick during the super combo 
your attacks will change to Dash Uppercuts. This makes it very handy 


om 


NORMAL MOVES 
¥ STANDING 
(M, Bison has some of the best normals in the game. His kicks have excel- 
—) lent range and are extremely quick. His HK goes across half the screen! 
The only character who seven in he same category s Dhalsim, M. Bison's 
LP is insanely fost, making it useful in several of his re-dizzy combos, 


} STRONG 


= fleRCE 
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ROUNDHOUSE 


STANDING CLOSE 


M. Bison's lose normals remain the same. They all do exact- 
7 \y the same thing as regular standing normals. His standing LK 
can be followed up by a throw, whether or not it connects. 


> crouchine 


Crouching HK is IM. Bison's most unique move from the crouching post 
tion, This move is effective for getting next fo an opponent when knock 
ing them down from for away, or for throwing them. 1t also hits low 
When used from afar, so use i'as a surprise move. His crouching HP is 
‘0 grea! anfi-air move against jump-in attacks, 


THROWS 


M. Bison has an extremely powerful throw. He also has the unique obili- 
fy to set himself up for « throw of all of his special moves and a few of his 
normal moves. Using the MP Psycho Crusher enables you to get very close 
to your opponent, which leaves you in a perfect position for a throw. 


[assy ener ne 


‘ec are standard jump-ins, but his straight-up jump kicks have excel- 
> priority. 


2/6 eK 


ROUNDHOUSE 


© Bison's jumping normals look rather strange. All of his punch attacks 
siee his body in o curved position as he jumps toward an opponent, His 


SPECIAL MOVES 


Gorge =, +P Payor 
‘The Psycho Crusher Wos extremely powerful in the arcade version of 
Stree! Fighter Il Champion Edition. 1 hit six times on a block, causing 
“eavy damage. In Street Fighter I! Anniversary Editon, it only hits 
four fimes on a block, butt couses the same amount of damage. Use 

‘his move fo end up next fo an opponent with priority; this can 
@ {ead fo. combo or a throw. 


Charge +, + +K Double Knee Press 
1K, Bison's Double Knee Press isa two-it flying kick thot hits high, 
“then low. In Street Fighter 1! Champion Edition ond Street Fighter I! 
Turbo, the Double Knee Press doesn't knock down, but it leaves the 
‘opportunity to combo afer i, a 
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COSTUMES COMBOS : 
STREDBCoTRY STREET FIGHTER I! CHAMPION EDITION 
COSTUME +4 UP LK Double ies Press LP fF = 
‘AP Psycho Crusher = 
STREET FIGHTER Il 


ALTERNATE COSTUME = 


CHAMPIONSHIP +P LP 2) 1 AK Double knee 
COSTUME pre + Me 
/ 
| \ 
) TURBO @ 
COSTUME 


Crossup HK, # + LP x», LP HP 
Poycho Crusher 


STREET FIGHTER II 
| CHAMPION EDITION 


M. Bison is perhaps one of the best characters in any version of Street 

Fighter I, The block damage on his HP Psycho Crusher is really high, 

cand his combos are powerful enough to dizzy... ond re-dizzy! The 

charge time for his Double Knee Press is long, but he can stil put tageth- 

cr great pressure patterns like Double Knee Press, crouching MK, stond- 
| ing LK, LP Psycho Crusher, standing LK, stonding LK, Double Knee Press, 
‘and so on. Don’t be afraid to just use the HP Psycho Crusher back and 
forth across the screen, ether. 


| 7 
| STREET FIGHTER I] TURBO 
(M. Bison was toned way down in this version of Sireet Fighter II, leav- 
ing him squarely at the bottom of the rankings. His HP Psycho Crusher 
hits about three times ond there are even gops in between it that 
enables « blocking opponent to usec Shoryukent! The charge time on 
his Double Knee Press is still long, but with no re-dizzy combos and 
seemingly reduced priority, i’s tough to win with M. Bison. One trick is 
to knock down an opponent (with a throw, for example), then immedi- 
ately use o crouching HK slide and charge up. Just before your oppo: 
nent gels up, perform an LP Psycho Crusher. When timed correctly, this 
results in a weird cross-up attack that oftentimes hits an opponent who's 


@ 


Somersault Skull Diver, + + HK 


GOOD MATCH-UP 


VS VEGA 


It's somewhat easy to stop Vegas Flying Barcelona Attack by jumping back and using an 
‘MP. IF your opponent tries to use this move off his own back wall, use HP 


‘attempting 10 block. When it hits, it knocks them down, so you can 
repeat the move again. When it gets blocked, perform a pressure string 
of crouching MK, crouching LP, crouching LP, ond finish with a Double 
Knee Press. 


Psycho Crusher to move the screen over. This prevents him from touching the 
wall, possibly making him land in M. Bison's Psycho Crusher. Random 
Double Knee Presses can go through most of Vegas ground pokes. If you 
guess wrong ond he blocks, throw him. Make him block some standing 
MKs, and standing HKs for good measure, Bait his LK Flip Kick and, when 
he misses, use o standing HK or a Double Knee Press against it. Careful, 
‘Vega can beat M. Bison’s Psycho Crusher attack and his Double Knee Press 
attack by jumping bock and using HP. Also, if Vega gets « knockdown on M. 
Bison he can force you to rise into his cross-up Flying Barcelona Attack, This 
is difficult to block and M. Bison has no reversal attack to get out of it. 


SUPER STREET FIGHTER II 


M. Bison gets a few more normal moves, better priority, the Devil 
Reverse (similiar to the Head Press, but 0 punch), ond a Double Knee 
Press that knocks down. He's generally much improved from Street 
Fighter 1! Turbo, but he still remains a shadow of his former self from 
Sireet Fighter Il Champion Edition. 


COMBOS 
SUPER STREET FIGHTER II 


SUPER STREET FIGHTER II TURBO 


1M. Bison gains on improved Devil Reverse, an insanely high priority, « ugging jumping MP, and a good super combo, The jumping MP allows M. 
Bison to rule the air, even against Vega and Chun Li. The super combo passes through projectiles. When the super combo hits, tack on two extra 
jumping MPs. Ifthe super combo gets blocked, go fora throw. A blocked Double Knee Press into throw is difficult to defend against After knocking 
down an opponent, use a “meaty” crouching MK. For some reason, this move is difficult to reverse with a Shoryuken or any other reversal move, 
When o crouching MK hits, combo it into either a standing HK (if you don't have a charge) or a stonding LK followed by a Double Knee Press. After 
‘a-knock down, use a crouching HK slide to set up the crouching MK. Another option after a knock dawn is a cross-up combo. Jump in and cross-up 
right as the opponent gets up and use an MK or an HK while in the air. Additionally, M. Bison's standing MK and standing HK are excellent poking 
attacks, He can lock down lots of character, especially Ken and Zangief, by just repeatedly giving them the MK, or HK boot, 


Lastly, M. Bison is the only character without an instant reversal move, This means that he has no way to escape a corner once he gets into it, 
Therefore, it’s extremely important when playing as M. Bison to be on the attack, lock down your opponent and don't get locked down in the process. 


Jump in HP MP HP Psycho Crusher 
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Jump in MK, LK, LK, HK Double Knee 
Press 
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A ajumping opponent jump + MP x 
3in the ot, Knee Press Highmare 
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Jump in HK, # + LP? LP Kee 
Press Nightmare, ump + MP x2 
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BAD MATCH-UP 
VS E, HONDA 


When fighting in a corner and you block a single jump attack, you will ikely lose the round. E. Honda's inescapable Ochio-Throw will force you to 
siond up into blocking a crouching LP into an Ochio-throw again and repeat. With no reversal move, M. Bison has no way out. At mid-screen, it's 
almost as bad. After an Ochio-Throw, expect to see E. Honda's Hundred Hands Slap if you attempt to jump away. Keep this in mind: never get into 
1 position in which you must block a jump-in from Honda. You can try to chip away damage by doing LP Psycho Crushers at the top of the move's 
range. Honda can usually cause block damage with the Hundred Hand Slap, but it’s very difficult to actually use his Headbutt against M, Bison's 
Psycho Crusher, You can also try the Head Press, but E. Honda can jump and LP, or use an MP to knock M. Bison out of the ait. You can attempt an. 
HP Psycho Crusher through E. Honda while at mid-screen (if he's close), but you may see a standing HK after passing him. Trying to use a standing 
MAK or a standing HK against him is tricky, because he can use his Headbutt against those moves. Basically, just chip away damage whenever possi- 
ble. Don't try to lock him down, or even get near him, because his Ochio-Throw can dominate the entire match. 


| NORMAL MOVES 

STANDING STANDING CLOSE CROUCHING 

. NM. Bison received two changes to his standing line-up. His LK There are two changes to mention here. When fighting up The only change here is M. Bison’ crouching LP which has lost 
no longer extends outward; now iS « knee and it only goes lose, the LK unleashes «knee, This is « gren! move for tck- al offs range, I only stretches about half the distance now. 
short distances. His standing HP lso changed, reverting fo an throw tactics. 


___ FORWARD 
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THROWS 
IM. Bison has no changes in the throw department. W's just his 


| “s/s P / HP 


JUMPING SPECIAL MOVES 


MM. Bison received new jumping HP, MP, LK, and MK in Super 
Street Fighter Il and Super Street Fighter Il Turbo, He also 
received a new straight up LK. He is only one of two characters 
who can chain three MP hits in the ai. You can also follow this 
up with a super combo 


= oy) 
Gharge +, > +P Charge +, + +P — Reverse 
This «great move fo throw out randomly aginst any opponent, Lge in Super Turbo; must press agin) 
a/~+PP Unlesit ges detected by chance, your opponent will ke up to three In Super Stee Fighter I Turbo, this move becomes somewhat of a 
hits of block damage. fake Devil Reverse since it doesn’t hit your opponent on top of the 
head, By pressing the second punch in the air, you control your land- 
ing spot. This is especially useful against characters with anti-oir spe- 
al moves, You must use both methods (the foke and the real 
@Dotae to keep your opponent guessing, 


STRONG 


Double Knee Press) Charge +, + +K (Pin it) Head ross 


The only new thing about the Double Knee Press is the fact that it This move hasn't changed af all, It still results in M. Bison stomping 
knocks down when it connects. There are no more insane combos ike on your opponents head, You can follow it up by moving left or right. 
there are in the Street Fighter If Champion Edition version. Aso, its 

possible to use the HK Double Knee Press as afick-throw setup. 
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Charge +, > +K 
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The Knee Press Nightmare, perhaps M. Bison's greatest asst, is his 
only reversal move, Unlike the other characters who have special 
‘moves that can be used as reversals, this is only enabled when he has 
«full Super Meter. For characters using projectile traps against M. 
Bison, use this move to escape from a corner. You can also follow samen. 
Ge super combo with a jumping MP for two additional hits. 


STRONG 


+ /s4MP 


STANDING 


Sogot has good speed with all of his standing normal attacks in Steet 
Fighter 1! Champion Feltion ond Street Fighter I! Turbo, It's possible to 
buffer his standing LP into any of his special moves (like the Tiger 
Uppercut). Use his standing MP to stuff on opponent's moves at 
long range. Standing LK can also be buffered, and its useful 
in the ground game fo push an opponent out when 
cancelled into a Ground Tiger Shot. Sagat’s stand- 
ing MK can't be cancelled, but it sa slid poke 
attack to use, Stonding HK is a great anti-air 
tack fo use against an opponent who jumps in, 


You can cancel Sagat’ close LK into a special move, os well as 
the first hit of his close standing LK (this move connects twice), 
lose standing MK hits two times, but it con't be cancelled. There 
‘ore no changes in these moves between Street Fighter II Champion 
Edition ond Street Fighter II Turbo. 


CROUCHING 


Sagat’s crouching normals were very similar in Champion 
Faition ond Turbo. Speed, damage, ond priority were changed 
for all of these moves, but they look the same on the surface. 
In these two versions of Sagat, only crouching LP and crouch- 
ing LX can be conclled into special moves. 


JUMPING 


‘All of Sagat’s jumping attacks in these two versions 
have the same animation. LP looks just like LK; MP 
looks the same as MK; ond HP resembles HK. All of 
these jumping attacks are “kicks,” although half 
of them are friggered by Punch buttons. 


NORMAL MOVES 
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SPECIAL MOVES 


THROWS we Mm. ‘ 


Ssaot’s throw hos decent range and causes good damage, but it isn’t 
‘ended to be used from an offensive standpoint. Due to Sagat’s height, 
Sean exploit the sacrifice throw, This involves taking a hit early on, so 
‘He you hold the advantage in the throw department. 


= = _ =i 
$uo+P Tiger Shot) 


The punch version of the Tiger Shot travels across the screen 
higher off the ground, making it difficult to jump over. ts speed 
con be motifed by pressing LP MP, or HP. For example, using LP 
‘throws a high, slow Tiger Shof. The Tiger Shot underwent sever- 
al changes from Champion Edition Sagat to Super Street 
Fighter 1! Turbo Sagat. The version of Sagat in Street Fighter I 
cen, Champion Edition has a very quick recovery, which wos toned 
ZZ ‘own in Street Fighter I! Turbo. 


Ground Tiger Shot 


Sagat’s Ground Tigor Shot is more useful than the stonding version of 
the move. Although it travels low to the ground, it leaves Sagat free 
fo counter attack when an opponent atfempls to jump over it. 


The Tiger Uppercut is similar to the Shoryuken, because it can be 
sed fo blast on opponent who jumps in on you. This is usefulin 
reversal situations in which your character has been knocked down 
‘ond your opponent is jumping in, Don't miss with this move. If your 

‘opponent blacks if, or you completely whiff, Sagat becomes vul- 
@ nnerable to attack, 


Tiger Knee starts close fo the ground and finishes high. The motion is 

tricky, so practice if repeatedly before attempting to use it. Use 
Sugat’s Tiger Knee in combos and to quickly advance across the 

Osco ‘when your opponent gets knocked to the ground. 
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COSTUMES 


‘STREET FIGHTER II 
COSTUME 


STREET FIGHTER II 
ALTERNATE COSTUME 


CHAMPIONSHIP 
COSTUME 


TURBO 
COSTUME 


STREET FIGHTER II 
CHAMPION EDITION 


Sagat is one of the more powerful characters in Street Fighter I! 
Champion Edition, He held a distinct advontage over many characters 
due to his ability to apply pressure from full-screen with his Tiger Shots. 
This is mainly due to the short recovery time associated with this move. 
Sagas Tiger Uppercut is one of the more punishing anti-air moves; if 
‘an opponent chooses to jump at Sagat, use a Tiger Uppercut or a 
standing HK, 


STREET FIGHTER I] TURBO 


Sogat’s Tiger Shot wos slowed down slightly in Street Fighter If Turbo. 
‘Aso, his delay after throwing his projectiles was modified. This enabled 
other projectile characters (such as Guile, Ken, and Ryu) to better com- 
pete in a long-range battle, While not the dominating force he was in 
Street Fighter 1! Champion Edition, Sagat is still « formidable character. 


Jumpin Hk) LK, Hk Tiger Knee 


Jump in HK, + + UK, HP Tiger 
Uppercut 
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Grossup LK, + + MB HP Tiger 
Uppercut 
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GOOD MATCH-UP 
VS, CHUN LI 


One of Sagat’s better match-ups is against Chun Li, who has one of the highest jumps in the game. When 
she jumps in at Sagat, you have many options, including his standing HK and, of course, his Tiger 
Uppercut, Throw Tiger Shots at Chun-Li to apply pressure, forcing her to jump. This puts Sagat at a 
tremendous advantage, since the recovery time for his Tiger Shots enable him to throw them one ofter 
the other with very litfle recourse. Even if Chun-Li jumps over a Tiger Shot, it leaves her open to a Tiger 
Uppercut. 


BAD MATCH-UP 


VS, DHALSIM 


Dhalsim is perhaps Sagat’s biggest 
challenger. In most fights, Sagat con throw 
fast, Ground Tiger Shots. Dholsim’s Drill Kicks 
cand Drill Headthrusts make this tactic a lot less. \y 
effective, since Dhalsim can use this attack over 
Ground Tiger Shots. If you throw one of Sagat’s 
high Tiger Shots, your opponent can use o crouching 
HP or crouching HK to (side) out of the woy. Sagat’ 
recovery for his Tiger Shots is one of the better ones in the 
game, but missing a high Tiger Shot makes him vulnerable 
to Dhalsim’ attacks. 


SUPER STREET FIGHTER II 


Sagat gained the ability to two-in-one off the second hit of his standing 
LX, ond his standing MK is used in the same manner in this version (both 
the first and second hit can be buffered into a special move). His stand- 
ig HK can be buffered os well, but use it only in o combination. Sagat’s 
Tiger Knee was modified in this version, too. Now it starts lower and 
travels farther. The controller motion was also changed slightly, with less 
of 0 540-degree feel (+ + x - ~) to more of ax to # feel. 


SUPER STREET FIGHTER II lis 
Jump in HP HK, HP Tiger Uppercut 


® 


Jump in UK, LP LK (one hit only), HK 
Tiger Knee (5 hits) 


SUPER STREET FIGHTER II 
TURBO 


In this version, Sagat's Tiger Uppercut was changed from a single dev- 
stating blow to a mult-hit version with less priority. His Tiger Shots 
were watered down significantly, in both projectile speed and recovery 
time. However, he did gain a cross—up normal move, as well as the Tech 
Escape from throws that is included for all of the characters. 


Cross-Up LK, crouching LP, LK (2 hits), 
HK Tiger Knee 
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CORNER ONLY Jump in HK, HP, 
HP Tiger Uppercut, HP Tiger 
Uppercut 


® 


Jump in HP, + MK, Tiger Genocide, 
HP Tiger Uppercut HP Tiger Uppercut 
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ADDITIONAL COMMENTS 


The “Old” Super Sree Fighter Il Turbo version is regarded as one of the 
most powerful characters in the game. He possesses many of the char- 
acteristics of the Super version of the character, but combined with the 
game-engine of Super Turbo, he's « force to be reckoned with, Many 
tournament pros rarely underestimate their opponent if this character is 
chosen in tourney play To choose “Old” Sogt, hold down the START but- 
ton while choosing the Super Sireet Fighter 1! version of Sagat. Notice 
that the logo at the bottom of his feet is the Super Street Fighter I! Turbo 
logo (blue), but you won't have a super combo bor. 


COSTUMES 


NORMAL MOVES 
STANDING 


Several of Sagat's normal moves were modified in Super Street 
Fighter U, then agoin in Super Street Fighter I! Turbo, In Super 
‘Street Fighter I, i’s possible to cancel his Stonding MP and HP 
This is highly useful in the poking and keep-away game. 
Standing MK can also be buffered, making it difficult to get 
lose fo Sagat. Standing HP also dishes out a decent amount of 
damage, making it key for snuffing out projectiles at maxi- 
mum distance. Note that many of the cancel properties of some 
of these moves were removed in Super Street Fighter Il Turbo. 
Stonding LX, MK, and MP were all changed in this version to 
prevent them from being buffered into a Tiger Shot, The frame 
rate for standing MP and HP Were also reduced slightly. Sagat 
still hos a potent standing HP plus standing LK and MK are still 
qo! pokes 


SHORT 
y FE 


STANDING CLOSE 


You can cancel all of Sagat’s close standing attacks into special 
moves. Either hit of the close standing LK or MK can be 
buffered into a Tiger Shot, too. Close standing HK can be can- 
Celled os well, but only during powerful combos. 


JA } SHORT 


LP 


STRONG > FORWARD 
Ste" =, = 


CROUCHING 


Several of Sugt’s crouching attacks vere modified in Super 
Sireet Fighter iland Super Sireet Fighter If Turbo. Crouching LK 
now loks different than NK ond AK: LK ond MK can now be 
cancelled, ond similar changes were made to his cauching 
punching attacks. Crouching LP and MP could be concelld, but 
neither crouching HP or HK could be buffered. 


> SHORT 


+4MK 
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> /+ +MPORHP 


JUMPING 


Sagat goined some jumping punch onimations for LP MP, and 
HP in Super Street Fighter 1, and they carried over to Super 
Sireet Fighter II Turbo. His punch attacks aren't very strong, 
but his jumping LK and jumping HK are great attacks. LK has 
very good priority and HK is a good starter for combos. 


Hu oeP 

In Super Street Fighter Il, Sagat’s Tiger Shots returned to their origi- 
nial glory from Sireet Fighter I! Champion Edition, In Super Street 
Fighter Il Turbo, however, they get less powerful. The recovery time 
for this version is quite poor, and the speed of the projectile is slowed 
@ down from the Super Street Fighter I! version. 


Tiger Uppercut 


In Super Sireet Fighter 1), the Tiger Uppercut hits once, In Super 
Street Fighter I Turbo, though, it hits five times and spreads the dam. 
age into five separate parts, This is extremely ineffective as an anti- 
coir attack, as only certain portions of the Tiger Uppercut hit the 


@ opponent, 


> 4u4P 
evel 


++MP 


FIERCE 


a Ground Tiger Shot) 


The Ground Tiger Shots are not as dominant as the high ones. 
Because a lot of characters have special moves that go over these, 
they are only useful in the “OLD" version of Sagot. Characters ike 
M, Bison can use the Psycho Crusher torpedo to go over the Ground 
® Tiger Shots and hit Sagat, 


bus tk 


Tiger Kreo 
Now in Super Street Fighter Il, the Tiger Knee can combo, plus it 
‘moves from a low to.a high position when it hits. In Super and Super 
Turbo, it hits most ducking opponents instead of going over their 
heads, 
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PANS eK 


SUPER COMBO 
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_____ Tiger Genocide | 


You can use Sagat’s super combo up close to pass through projectiles 
fond punish an opponent with a Tiger Knee animation that combos _ 
into a Tiger Uppercut. This Super Combo has decent invincibility at the 
stort. It doesn't have much horizontal range, so only use it in close. 
fighting situations. When this Super Combo gets blocked, Sagat 
becomes extremely vulnerable. This super can also be fllowed up by 
ge hits in the corner. 


NORMAL MOVES 
STANDING 


Vega hos some ofthe fstest normals in the game. Although he has a 

detachable claw, he has no kick button onimations in this version. This 

‘means that if you press a kick button, you'll see a punch move, After about 

11 or so hits from an opponent, his caw automatically fas of. Note that 

it's non-retreiveable in Street Fighter I! Champion Edition and Street Fighter 

11 Turbo, Since the claw is strapped to his hand, he loses consider- 
able range to his attacks when it gets knocked off. 


STRONG |p _FIERCE ] 


‘MP 


FORWARD 


oy le a 
Z f | MK | 
, ei a | = 
ee “f STANDING CLOSE 
Vega’ close normals oresimiler LP UK MP and MK JAB STRONG FIERCE 
all have the sume animation, The same is true for VALE hod 
Hand HK. These normals rol very uk ond iG i FC: 
can stop any special move before they start. 
PP MP HP 
SHORT > FORWARD ) ROUNDHOUSE | 
iA i ot 
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ul CROUCHING 


Vego actually has some kick animations in the crouching JAB STRONG FIERCE 

position. During his kicks, Vega gets down on one knee ‘ ne aR A - 
‘ond sticks the other leg out, His HK is a slide animation, 
With this move, Vega can slide along the ground to knock 
down his opponent. 


HK 


+4iP +4+MP. +4+HP 


FORWARD ROUNDHOUSE 


THROWS 


In Street Fighter {1 Champion Edition, Vega has the most damaging, THROW AIR THROW: 
throw. He can use his standing normals to lock down hts opponents from. wis 
jumping. With this tactic itis very easy to move in foward your oppo- 
nent. Since he is so fast, Vega can unleash a quick throw with ease. 


Vega is one of only three characters with on cir throw. This is extteme- | — = 


{y good when a opponent jumps at you with on early jumping move. > /++MP/HP 
Before your opponent lands, try an air throw, since your opponent can't 
perform two moves in the air before landing. 


a Wig 


fega's air normals contain no punch moves. Since Vega is all about 
speed, use these attacks to easily jump over projectiles. 


SHORT “SHORT 
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: jae ji ite Z Backlip) "(Press 3 Punch buttons Bucktip | 


The backflip is a crazy move in which Vega jumps back and actually {In Street Fighter II Turbo, the input command for the Backflip is all 
performs a backflip, I's important fo note that he is completely invin- three punch buttons pressed simultaneously, 

FORWARD ble during this time. This move is great at getting out of projectile 

‘raps or when on opponent jumps in, 
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++ MP / MK +/+ MP / MK 
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+ +HP / HK + /s+HP / HK 


charge +, > +P Rolling Crystol Fash) 


‘he Rolling Crystal Flash is a great move to use in a combo, Is also 
‘efficient ot putting an opponent in a repeated block stun while chip- 
jing away at his or her health, 


Charge #, ++ K, Flying Barcelona Atta) Charge 4, + + K, > +P tzuna Drop 


The Flying Barcelona attack is great at catching an opponent Press» + HP when Vega is next fo an opponent ofter the Flying fy 
‘off-guard. IF you press punch eorly on—rot next to your Barcelona attack to perform the luna Drop. Ths is the mave to per- 
pponent—Vego il otk with his claw instead of a throw. form when using the Flying Barcelona otac. If you're plying on 
Vega's stage, you'll goin a special ability. He doesn’t jump off the side 
‘wall, but instead jumps off the cage in the background. He 
Be (] tesa ake ony dang wile onthe cge 
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Jumpin HK, MP MAK 


7 


Crosbup HK) FE MK) FE MK, + + 
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STREET FIGHTER II 
CHAMPION EDITION @ 


Vega’s normal throw inflicts more damage than any character in Street 
Fighter! Champion Editon, His standing LP is relly fast and it con be 
cused repeatedly to lock down any of the bigger characters, or on enemy 
Vega. Also, his crouching HP ond standing HK have high onti-ir prior- 
ty. His crouching HK slide is arguably the best in the game. Crouching 
MP is his staple attack for poking. 


STREET FIGHTER I TURBO 


Vega was toned down in this version. One noticeable change is that his ~=GOOD MATCH-UP 

throw causes los damage. His attacks seem to have slghly les piri 

ty ond less ronge than in Sree Fighter |! Champion Edron, which WS. GUILE 

‘makes this version of Vega a lite less desirable, The key to this match is sliding. As soon as Guile blocks a 
crouching HK slide, slide again and agoin to prevent him from \ 
using his Soni¢ Boom or Somersault Kick (the slide hits the & 
start-up of his Sonic Boom and his Somersault Kick just misses). 
Guile con't hit Vega’s slide with any of his ground normal moves 
in this situation either. However, Guile can jump straight up ond 
come down with a HP or jump in and perform a cross-up with LK. 
Reducing your opponent's set of moves to just one or two options 
(both jumping) means that you are already woy ahead of the 
game, Use jump HK, stonding HK, or « Flip Kick to counter is 
jumping ottacks. Don't be afraid to use off-the-wall special moves 
against Guile, especially after « knockdown, 


SUPER STREET FIGHTER II SUPER STREET FIGHTER I TURBO 


eso has a fuller set of normal moves with better priority in this ver- Vega gels his Flip Kick, the Sky High Clow, and a mildly useful super combo in this version. Note that the super combo (like Zangief's and T. Hawk's) 
Sen. His standing HP is now long range, His crouching MP is an excel- cannot whiff; i will only come out if t connects. The Sky High Claw is fairly useful when comered and an opponent jumps in to kick a normal Flying 
‘eet poke, and his crouching HK slide is still as good as ever. Barcelona Attack. If you use the Sky High Claw when Vega touches the wall, he'll start his high-priority attack and hit his opponent, 


COMBOS 
SUPER STREET FIGHTER II 


In comer only—Verical Jump HP, + 
+N HP Sky High Claw 
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Wall Jump, in Air HK, # + LP MP 
Rolling Crystal Flash, + + MP 
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#0 MK, Fp Kick fio his, Flip Kick 
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Jump in HPP & + MP. 
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BAD MATCH-UP 
VS, E, HONDA 


{F you use the Flying Barcelona attack behind E. Honda, he can jump and use LP or MP to stop you before you hit the wall If you use it off of the 
woll behind you, he can LP Headbutt ot the last moment to cause damage. He can also LP Headbutt fo hit Vega’s regular jump-in, or anything else 
you do from close quarters. So, it’s very important to stay ahead in this match, By staying ahead, you can “out turtle” your opponent. Charge up 
‘Yegu’s Flip Kick to prevent E. Honda from jumping in. If he walks up, poke him away with a crouching MP. If you get behind, the Flying Barcelona 
attack (the one behind E. Honda) is a great option. Lure him into doing other moves to safely reach the back wall without getting hit by his jump- 
ing LP or MP. Ifyou succeed, you'll cause E. Honda to lose the charge-up for his Headbutt (since you're onthe other side), ond you can attack him 
with the Sky High Claw and—hopefully—land the Izuna Drop. After doing so, go to the wall behind you again to prevent E. Honda from getting 
‘o charge for his Headbutt and repeat the sequence. 


ugsan 


NORMAL MOVES 


STANDING STANDING CLOSE CROUCHING 
There are a lot of changes fo Vega in this version. He has kicks Vega received many updates to his normal moves in this ver- The only change here is that Vega's HP no longer goes straight 
now, as well as normal moves, and his standing punches all do sion, The standing close LK is extremely fst, and its an excel- when crouching, Instend, it goes up at an angle, so it can be 
something different. His standing MP has great distance and lent attack to use with tick-throw techniques. used os on anif-air attack. 


it's extremely fost. Use it for a great poke attack. His standing 
1K, a short-range knee attack, is lightning-fast, 


STRONG FORWARD 


mp mK | 
FIERCE ROUNDHOUSE ROUNDHOUSE 
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| THROWS 


His air throw remains the some. Since it has priority over reg- 
ular cir moves, use it frequently to knock an opponent out of 
the ai, 


AIR THROW 


> / + +MP /HP 


SPECIAL NORMALS 


es 77 | baci) 

Backflip is 0 great way for him not to get crossed-up on wake _Vega's other Backflip is the quitker of the two. He only does holf a 
up. He is invincible during this move. This move also doesn’t hit your flip and is immediately back in action ready to attack. This move also 
‘opponent af ony time, and should only be used to evade, doesn't hit your opponent at all, and is completely invincible to 


& @ moves or attacks, 


JUMPING 


Vega finally gets a set of jumping punch moves in the air in 
Super Street Fighter Il ond Super Street Fighter I! Turbo. 
Jumping in with HP is a good way to start a combo. 
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Charge # xe 2 +K, + +P. Rolling Izuna Dro) 
(When near opponent) 


This super combo is a great move, even when your opponent isn’t in 
the oir. twill still do a air throw if you're close enough. The great 
‘thing about this move is that your opponent won't know he’s getting 
Fit by it unless it connects. So, basically, keep using the Flying 

Barcelona attack and when your opponent sits there ond does 
GF bing oi bir vith «Rong tuna Drop. 
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SPECIAL 


Gharge +, + +P Sky High Claw) 
Thisis «a foirly risky move to perform, but it looks really cool when it 


‘works. Vega jumps off the wall and darts toward his opponent really 
fast. If il connects, your opponent will have no time to retaliate, 


Charge +, > +P Roling Crystal Flash 


The Rolling Crystal Flash got slower in Super Street Fighter II ond 
Super Street Fighter I Turbo, and it no longer strings all the hits 
together as one combo. It might glitch every now and then and 
combo, but most of the time it fails, 


Gharge +, + +K,P Flying Barcelona Attack 


This move got «litle more priority in Super Street Fighter It Turbo, 
bout it is stil susceptible to anti-air attacks, 
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Hp Kick) 


Thisis Vega’s new anti-cirmove and his only reversal move. Like the 

Backflip, it now moves forward and hits an opponent twice in the oir. 
You can follow it up for onother hit by performing it again 
‘fter the first hit for o total of three hits! 


Charge +, > +K 


chorge +, + +K, + +P fauna Drop 


This move got faster with the version change, and it inflicts incredi- 
ble damage for an air throw. Use it to cross-up an opponent (knock 

them dovn first), then perform the Izuna Drop immediatly 
® after it. 
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.\ STANDING 


Cammy’s fast walking speed is complemented nicely by the speed of her 
standing pokes. Some of them, like her standing MK and HP, have great 
priority. By dancing back and forth a few characer widths in front of 
‘your opponent and throwing out these moves, you can hit opponents os 
they iry to do their oWn pokes ond special moves. This tactic may force 
‘Your opponent into situations that are easy to predict and counter, such 
‘05 poorly fimed jumps or projectiles. 


/ STANDING CLOSE 


Many of Camimy’s normal moves change significantly when she moves. 
closer to an opponent, creating several new modes of attack, especially 
‘05 0n opponent is getting up, Her close standing LK becomes a great tick- 
‘throw too}, enabling you fo throw an opponent when the block stun ends. 
lose standing HP is bufferable into all of her speciol moves, links to her 
crouching MK, and links info her crouching HK normals when done early 
‘enough as an opponent is rising from the ground. Close standing HK can. 
‘he used to counter cross-up attacks, and some jump-in attacks, 


Jn general, MK and MP are the crouching moves of choice, The 
MMK’s long range makes it a great hit-and-run poke, especially 
‘against projectile characters (such as Ken). Crouching MP-has a 
great deal of priority, making it useful for hitting an opponent's 
‘own crouching pokes. As a bonus, it links to itself, leading to easy, 
powerful combos when used as a wake-up attack. Both of these 
moves can be buffered into specials. 


THROWS 


Normal throws are not big part of Cammy’s game, 
simply because she spends so much time af the ronge 
of her crouching MK and standing HP. However, once 
she scores a knockdown, o few well-placed. 
tidcthrows ino match con make on 
opponent overly cautious ond leave 
them open fo other tactics. 
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+/+ MP / HP 


JUMPING 


Gomny hos several good options in the air. By using her high-priority, 
‘st ground pokes, you con bait an opponent into mistakes. One of her 
post powerful weapons is the jumping MP. This move has high priority, 
slowing you fo jump in with impunity on some characters, beating or 
seating with most common ani-cir moves (induding Ryu ond Ken's 
SAoryuken special attacks). Her jumping LK is an excelent cross-up 
move, and it leads to some deadly combos against some of the wider 
characters (like Dhalsim ond Guile). Her jumping HK has deceptive 
seach, making it useful for punishing errant projectiles, 
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SPECIAL MOVES 


= Spin Knuckle) 


Commy takes a short hop into the oir ond comes down with her fist 
extended, with an animation similar to her standing HP. The strength 
of the button used determines how far she travels. The Spinning 
Knuckle has several frames of invulnerability at its start, which lets 
you pass harmlessly through projectiles and some standing attacks. 
However, the hit properties are such that opponents can actually 
throw her between the point that she lands on the ground, and the 
point that it actually starts hitting! As such, this move is alittle unre: 
liable to use in actual combat, This move also serves well as a woke- 
up attack if you can time it so that her fist is extended as the oppo: 
nent is goting off the ground. Cammy’s Spinning Knuckle in Super 
Street Fighter 1! Turbo looks and acts exactly as it does in Super Stree? 
Fighter II with one exception: The invulnerability has been restricted 
to only the LP one. This makes the MP and HP versions somewhat 

vseless. It can still be used as a wake-up attack, however, this 
Q rove is bes used springy 
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Z Cannon Spike 


This is Cammy/s all purpose ont-or move. She launches herself at an 
angle into the air, leg first. If this move gets blocked, she bounces 
‘away from the opponent; otherwise, she flies into the air and comes 
straight back down. This move has a fair amount of invulnerability at 
the start, although it will occasionally trade with some jump-in 
attacks. Unlike « Shoryuken, the Cannon Spike isn’t a great move to 
use against an opponent's limbs during a poking game. If it misses, 

itleaves Cammy next fo her opponent ond vulnerable, As such, 
@] itis best saved franc ack and use in combos. 
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During Hooligan Combo, K Hooligan Throw )) 


When Cammy is still onvthe upward trajectory of the roll, she 
performs a neck breaker throw that will put her on the opposite 
side of her opponent. If she is on the downward trajectory, she'll 
perform a rolling throw, slamming her opponent into the ground with 


Ge" legs. 


Cannon Drill i] 


Cmmy sirightens her legs and sides along the ground during this 
nove. It doesn’t hit low, although it appears to do so. The strength of 
the button determines how far along the ground Cammy slides, with 
LK being the shortest ond HK being the farthest, Additionally the HK 
version hits twice when performed next to an opponent. Like her nor- 
mal, Cammy/s Connon Dril san excellent poking too, os long as it 
is spaced properly, It can be used to punished whiffed moves that 
have long recovery periods, such as sweeps or Shoryuken-type 
aifocks, By mixing up her normal pokes (such as crouching MK, 
stonding MK and MP), you can get an opponent to commit to a 
ground game. Upon doing so, punish his or her own pokes with 
Connon Drill attacks. Make sure you distance the Cannon Drill prop- 
erly, though. Using it too close leaves Cammy in recovery long 
enough for an opponent to cause damage! Try to connect with the 

very tip of Commy’s legs as the move is ending and sh is si 


eu rek 


@ ing onthe ground. 


Hooligan Combo I 


Cammy tucks her legs into Her body and rolls into a tight ball, flying 
foward her opponent. If no buttons are pressed, she wll ond and 
slide along the ground, which vill knock down your opponent if it 
Connects, Taunt your opponent with « few normal moves (such os 
crouching MK ond stondng HP) to lure your opponent into poking 
‘game, then suddenly pull ou! « Hooligan. 


ety ye 4 P 


During Hooligan Combo, K Hooligan Cancel 


By pressing one of the kick buttons before she begins the downward 
part of the Hooligan rll, Caramy wil cancel out ofthe roll and land 
lightly on her feet with a brief recovery period. 


81 


q 
5 
[- 


COSTUMES 


Drill 
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GF 


Drive Smosher 


& 


SUPER STREET FIGHTER II 


Commy’s only move in this version that is better than the Super Street 
Fighter I! Turbo version i her Spinning Knuckle. The HP one goes through 
projectiles much better than the Super Street Fighter II Turbo version. 
Those who rely heavily on projectiles should be wary of this fac 


SUPER STREET FIGHTER II 


tur erxe gk 


Jumpin HK, HP, HK Cannan Spike 


SUPER STREET FIGHTER II oUnBo 


Gos$-up jumping LK, crouching MP 
close standing HP, HK Cannon Drill 


Juin HK, + EMB+ + MK, Spin 


es COMBO 


SUPER STREET FIGHTER i 
Cros-up HP HP, + + MK, HK Connon 


Spin Drive Smasher 


TURBO 


Cammy received few upgrades in the transition from Super Street 
Fighter Ito Super Street Fighter I! Turbo. She gained two special moves: 
the Hooligan Combination and her super combo, the Spin Drive 
‘Smasher. Her Spinning Knuckle was also changed slightly. These 
changes, however, significantly added to her game, making her more 
versatile and giving her more options in combat. Be careful when using 
Cammy’s ground punch throw from Super Street Fighter I! Turbo against 


Cammy performs a muli-hit Connon’ Dril, followed by a multi-it 
Connon Spike, Unlike o normal Connon Spike, she won't bounce 
away if the Spin Drive Smasher gots blocked. This move has enough 
invulnerability to move through projectiles, normals, most special 
moves, and some super combos, However, i eaves her very vulner- 
able if it gets blocked due to the lack of a bounce back, Once you 
have the super meter fo use it, this move becomes difficult to count- 
cr wellspaced Cannon Drils, since you can activate the Spin Drive 
Sinasher os soon as Cammy recovers from the Cannon Drill By per- 
forming the motion for the super combo as the dril is recovering, you 


‘another Super Street Fighter Il Turbo character, Super Turbo characters 
have the ability to soften throws, and Cammy has « lot of recovery time 
after her ground punch throw. Against characters like Zongief, this can 
lead to easy Spinning Piledriver setups, which is a poor tradeoff for the 
damage of a softened throw! 


GOOD MATCH-UP 


VS DHALSIM 


The priority on Commy's jumping MP almost single-handedly wins this fight. This jumping attack will beat or 
trade with ol of Dholsim’s limbs and slides, enabling you to attack relentlessly. Cammy’s slim character sprite, 
‘and somewhat high jump, makes it easy to jump straight up and down over projectiles. She can come down 
with MP to beat ony limbs Dhalsim may throw out as she falls. The wide horizontal arc of Cammy’s Cannon 
Spike enables you to keep Dhalsim from jumping away with air attacks. By keeping on the pressure, you con 
harass Dhalsim with the Hooligan Throw, which is easy to connect after a close standing HP. 


an wait fo see if your opponent throws out any moves. If they 
do, press a kick button fo activate the super combo. 


BAD MATCH-UP 


VS M, BISON 


The difficulty in this match is in the superiority of M. Bison's pokes. His standing MK and HK have more range 
‘ond they cause more damage than Cammy’s pokes. Additionally, he can use his jumping MP to beat out 
Commy’s Hooligan Combo (Super Street Fighter ! Turbo only), which leaves her with Cannon Drills and Connor 
Spikes, both of which are risky to use. Commy is also @ good target for cross-ups and M. Bison's jumping Mt 
is one of the best in the game, I's difficult to beat M. Bison’s pokes with Cammy’s, so don't try it. If you eles 
to go this route, your opponent will be forced to use his Psycho Crusher or Knee Press. Try to anticipate-these 
moves and use a Cannon Spike to counter them, although this is proves difficult because of the range differ. 
ence. If you can bait an HP Psycho Crusher from M. Bison, jump backward and punish it with a jump-in come. 
You have some options if you knock him down. Either use a wake-up close LK into a regular throw, or = 
Hooligan Combo (Super Street Fighter 1! Turbo only), or try to land a cross-up jumping LK. Ths is risky, thoes 
1s it is difficult to time the cross-up. 


Dee Jay | 


NORMAL MOVES 


STANDING 


Dee Jay's standing normal moves make for o good arsenal of both 
defensive and offensive attacks. Standing MP is great against jump-ins, 
especially characters with great jumping ability, like Chun-Li. Standing 
HP can be used in the same manner(priority is not as good), but it 
should be used when an opponent jumps from farther away. 
a Standing LK is a great poke that has decent range. Both MK 
Bs, and HK re also good pokes, but because of their slow 
tecovery time do not abuse them. 


STRONG 


STANDING CLOSE 


Several of Dee Jay’s close normals are useful in com= 
bos, because mony of them link easily together. For 
example, you can link two standing MP attacks from 
lose range, or a standing MP into a standing HP. One of 
his better close normals is MK, which can he used in com- 
bos or as o reversol attack. 


FIERCE 


CROUCHING 
Dee Jay's crouching normal attacks are. 
, extremely versatile and very impor- 
3 \ fant to his game, His crouching MP 
has excellent priority against 
many attacks (for example, 
Dholsim’s timbs) ond it can 
linked into combos, Crouching HP can be ++1P ++MP ++HP 
Used a5 an anti-air attack, and it has great — 
priority against other normal attacks, It 
inflicts solid damage on its own, but when worked 
into combos, it unleashes some serious damage. 


"ROUNDHOUSE 


FORWARD 


THROWS 


Dee Jay has a very good punch throw (+/+ + MP) with 
| great range. Mixing up throws with cross-up atlampls is a 
very strong tactic to employ. If you can stay on top of your 
opponent and keep him guessing how fo block, i's much eas- 
jer to get in a throw. The punch throw has good recovery, 
enabling you to advance toward an opponent. His kick throw. 
is not as strong, though. In a throw situation, it’s best fo use 
the punch version. 


[= NK / HK 


> /++MP/HP 


JUMPING SPECIAL NORMA\ 


While in the cir, Dee Jay has several options depending on his opponent. 
‘S-to-cir his jumping LP is effective if it is used before an opponent can 
ss his. This move stays out for a very long time, and it has a very high 
‘piority. I's great to jump in when you have an opponent in the corner 
‘sod they are being forced to jump out (Bison trying to use a jump MP. 
‘or example), Dee Jay's jumping LK attacks (regular ond special) differ 
Spnificantly. The regular version isn’t the greatest, however, the special 
sormal (+ + LK) has good priority in the air and it can be used to start 
combos. Jumping HP is an excellent combo starter, and it will snuff sev- 


rs iP 


‘sol ont-oir specials (Chun’s Whirlwind Kick, for example), The timing 
S dffcul, tough; press HP earlier than normal, Jumping MK is one of | tal, #-+ LK “Hee Shot 
‘he best cross-ups in the game and a great woy to start combos. Dee Jay has on alternate jumping LK, which has very strange 


Zamping HK has great range for jumping over projectiles and hitting an properties in how it hits. In adltion, you can crass-up your 
‘epponent’s hands during recovery. You can also start combos with it and @ ‘opponent with this move. 
se it 05 cross-up in some situations, 


Charge +, + +P : Mox Out) charge =, » +K Double Dread Kick | 


Deeday’s Max Out is a fast projectile once it gets going, however, i's The Double Dread! Kick is «special move thot hits one or two times, 
initial release time is « litle long. In addition, the Max Out has con- depending on which button you use. MK and HK both hit two times, 
siderable log after release. The projectile is long, which makes jump: 0 use them in combos only. Trying to hit with the second hit of the 
ing over it dificult, especially when an opponent is trying to jump (WK version is an interesting strategy, because you can advance 
siraight up. Its useful at negating other projectiles, though, Use it in toward an opponent ond if the first hit misses, the second move 
‘combos and to apply pressure at full-screen, comes out very fast. Use the LK version in close quarters, since 

it goes over crouching attacks. 
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Charge +, ++, rapidly Hyper Fist 


Charge +, + +K Maximum Jacknife 
‘The Hyper Fist is a move that can really swing the fight in your favor The Maximum Jacknife acts as a good anti-air attack. The LK version 
‘once mastered. Although the Super Street Fighter I version was has high priority and is grent against an opponent who is jumping in, 

invincible on star-up, this feoture was removed in Super Street The LK version its once, the MK connects twice, while the HK hits 
Fighter I! Turbo. However, timing the buttons in the right pattern can three times. When used as a reversal, use the LK version. This move 
yield many hits, W's best used after hitting with a cross-up is great in combos, since you can juggle with two hits of a super 

@ attack followed by 0 crouching normel. GF comb cir ktng wih the HK version. 
85 
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SUPER STREET FIGHTER II 


Dee Jay was an unknown commodity when he was first introduced. It 
quickly became apparent that he is better suited for close-quarters com- 
bat than full-screen, His Hyper Fist could pass through projectiles, and it 
wos also useful as an anti-air special attack, Several combos help his 
game, as well as decent overall speed, but he is not a dominating force. 
He is most effective fighting at close range, mixing up throws and using 
his powerful combos. 


SUPER STREET FIGHTER II 
TURBO 


Super Street Fighter 1! Turbo Dee Jay is a very strong character in some 
aspects, but weak in others, He is at his best while on top of an oppo- 
nent after knocking them down. His gameplan centers around mixing 
up his powerful combos with throws and tick-hrows, tempered with his 
ability to keep an opponent pinned in the corner. Avoid playing in the 
traditional “Guile” mindset (sit and throw projectiles until an opponent 
jumps, then Somersault Kick); if not, you'll get eaten alive because of 
his weakness against projectiles. Instead, get o mid-screen knockdown 
cand mix up some of the deadly cross-ups into Hyper Fists for dizzy 
potential, or use Maximum Jacknife kicks for position. Pin your oppo 
rent in the corner and use Dee Jay’s high priority normal attacks and 
his arsenal of special moves (such as HP Max Out and LK Dread Kick). 
The addition of a super combo does add another dimension to his arse- 
nal. It pravides a legitimate reversal move and a method to punish close 
projectiles, 


SUPER STREET FIGHTER II 


Cros-Up MK, + + LP x3, Standing 
NP HK Double Dread Kck 


@ 


Cross-Up MK, + + MP MP. HP Max. 
Out 


® 


rsS up MK, Crouching LP, Crouching 
He, Hyper Fis 


@G 


osstp NK, Cfouchng MP Crouching 
LK, HK Moximum Jockrife, Dread 
Carnival 


@ 


: Dread Carnival) 


AY close range, this super’ combo passes through projectiles and 
smacks your opponent four times. During the execution of the move, 
charge down for two seconds, Then, when the Dread Cornival finish 
es executing, unleash @ Maximum Jacknife fo juggle for two more 
hits. This super combo is qreat/to twitch out in close ronge when 
playing footsies, especially if on opponent flnches with a 
‘lower normal attack. 


churges > «+ tk 


BAD MATCH-UP 
VS RYU 


GOOD MATCH-UP 


VS FELLONG 


When fighting against Fei-Long, the priory of Dee Jay's normel attacks 
plus the ability to pressure from a distance with Fast Max Outs, creates 
‘on advantage. You don’t need to jump toward Fei-Long; instead, let Fee 
Long come to you, The one thing to look out for is Fei-Long’s standing 
HP/Forward Hop kick trap, because it wll force you to block high ont 
lose the charge for a Maximum Jacknife. However, if you are blocking 
low while Fei-Long uses his standing HP, then you should have time se 
execute an Maximum Jacknife to escape the trap. 


Dee Jay has a decent projectile in his Max Out, however, he has much more delay on it compared to other projectiles (Guile’s Sonic Boom, for exam 
ple). This keeps him ot a disadvantage against Ryu’s faster Hadoken. A paitent player can pepper you with the Hadoken, forcing you to jump. Bee 
can offen recover quickly enough from his Hadoken to use his Shoryuken on any of Dee Jay's jump attacks, To succeed in this fight, try to knoe 
Ryu down os soon as possible and stay on top of him. Throws wark well, os does boiting a Shoryuken. The odds are good that the person playing == 
Ryu will ry a Shoryuken on wake-up. If your opponent doesn’t use a Shoryuken, try a fast sweep with crouching MK to knock him back down. Sty 
‘on top of Ryu and don’t let your opponent dictate the pace of the fight with projectiles, 


Fe: Long 


RN STANDING 


Fei-Longis bul for afacking ond offense, and his normal moves reflec 
this. His pokes have high priority and many of them link together, 
allowing him to land devastating combos with ease, Additionally, all of 
Fei-Long’s standing normal attacks (with the exception of standing HK) 
can be buffered into his Rekka Ken rushing punches. Standing HP is Fel- 
Long's standing poke of choice. This attack may discourage players who 
like to throw projectiles constantly. 


\ \ STANDING CLOSE 


'\\_ Fei-Long’s close standing normals complement his game very 

“= \ well, because so many of them link together. All of them: 

1} (except HK) can be buffered into his Rekka Ken punches. 

\_MP HP ond MK ore probably the most viable close-range 

\\ options. Close standing MP easily links fo his close stand- 

\ ing HP or his crouching HK sweep, leading fo a knock 

down or additional damage. Close standing HP is one 

\ \, of Fei-Long’s best options, especially when an oppo- 

\ nent is rising. Although it normally has a long 

\\ recovery, it can be performed early, allowing 
} you to link more normals after it! 


CROUCHING 


Fei-Long’s crouching atfacks complement his attack game with decent 
range, good priority, ond the ability fo buffer into his Rekka Ken punches. 
Crouching HP is one of Fei-Long’s greotest assests. Although it doesn't 
combo into his Rekka Ken punches, it has a great deal of priority, range, 
cand a high czy potential, this moves used as 0 woke-upatfack against 
‘an opponent, you can link it to another crouching HP, which has 0 high 
chance of dizzying your opponent. With the exception of HP ond HK, all of 
Fei:Long’s crouching noxmals canbe buffered into his Reka Ken punches. 
This enables him fo keep pressure on opponents and it provides several dif- 
ferent looks via links, 


THROWS 


His punch throw fosses an opponent into the ir in the direction you choose. 
The kick throw is similar, although he throws them by the neck instead. 


‘After a knockdown, Fei-Long can move next to an opponent and unleash 
‘a standing or crouching attack while his opponent is rising, forcing them: 
toblock. From there, you con walk forward and perform a throw as your 
‘opponent recovers from the blocked atfack or use the overhead special 
normal (-+ /-« +MK),orevena Rising Dragon ic. With his huge dom 
‘age potential, opponents must be wary when getting off the ground. 


NORMAL MOVES 
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FORWARD _ 


MK 
_ STRONG _ ___ FIERCE 
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+4+lP ++ MP ++HP 
_SHORT ___ FORWARD ROUNDHOUSE 


AIR THROW 


+ /++MP/HP > /++MK/ HK 


IN AIR + /« /+ + MK / 
HK 


JUMPING 


With great ground mobility (due to the Rekka Ken punches), i's not nec- 
essary to take to the air offen. When he does, however, he has a formi- 
dable array of options. His jumping HK is an excellent jumpin, useful for 
both cross-ups and starting combos. His jumping LP stays out for o long 
time, allowing him to throw it out early and jump in against an opponent, 
The only jumping normal move to visibly receive a change (for reasons 
that become evident) is HK. This move is now a straight legged kick, 
rather than the odd twisting kick from before. This move also lacks the 
s05s-up properties of the old jumping HK. 


SPECIAL NORMALS 


he 


> [= + MK 


Forward Hop | 


Fei-Long has two special normals. The first one is a quick overhead hop- 
ping kick, Without this move, opponents could simply black low with no 
fear of attacks thot can hit high. By occasionally including this move 
during close-range combat, you can land « few extra hits in the poking 
game ond swing matches bock in your favor. When an opponent 
retaliate after this move, counter with a Rising Dragon Kick. 


STRONG 


Mi, 


++ MP 


+ /4MP 


FIERCE 
A 


= [> +MK Forward Hop) 


Although this move hasn't changed from a visible standpoint, 
i-Long now, hops forward slightly when -+ is held. Otherwise, he 
Gin hops in place as in Super Street Fighter Il. 


++ HP 7/48? 
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2/6 +HK 


mie 
> + HK 


The other special normal (> + HK) isn’t quite as useful, but it still has 

its place, This forward-moving kick hits twice at close range, leaving 

Fei-Long close to his opponent, It can cover a great deal of distance, 

but comes outa litle slow. Unfortunatley, the move con be punished 
before it actually hits iFit is performed too far away. 


COSTUMES 
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Roundhouse Hop |) 
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SPECIAL MOVES 


+ + +P (repeat up to 3 times) Rekka Ken) 
Fei-Long slides along the ground, extending his fist. The punch used 
determines the distance he travels (HP goes the farthest), Three 
-Rekka Ken attacks can be performed in succession, creating on easy 
-hit combo. When one connects, use the same strength button to fin- 
ish the combo; if not, it may miss. 


The Rekka Ken is Fei-Long’s bread and butter. Because so many of 
his normal moves con be buffered info the Rekka Ken, you will 
clmost always throw these out in some way. They also serve well as 
pokes, ollowing you to pressure blocking opponents not only with his 
normals, but with the chip damage from blocking the Rekkas and the 
threat of them actually connecting. 


The Rekkas should be considered an extension of his poking game. 
By using Fei-Long’s high-priority normal pokes, and dragging an 
‘opponent into a ground-based poking game, you can switch to using 
his Rekka Kens for punishing whiffed (or dodged) normal moves with 
recovery time. Also, his Rekka Kens are relatively safe when blocked, 

as long as he hits his opponent at the end of the sliding motion, 
@ This takes practice, but itis well worth the effort. 


Tiss Fei-Longs onc flaming kid 
on fire, whirling the other one around him. The stronger the kick but- 
‘on used, the further into the a he goes Te HK version its twice. 


le spins into the air, one leg, 


This move serves a variety of purposes. lt is normally used as an anti- 
‘ir attack, discouraging opponents from jumping. It also works wel 
in combos, since it causes very good damiage and i's more reliable 
‘than the Rekka Ken punches. It con be used to hit pokes from oppo- 
nents ot close ronge, especially following Fei-Long’s overhead kick 
special normal. 


Be very careful with the HK version of this move. Although it can hit 
twice, if the opponent is too for away, the second hit will whiff and 
the opponent will not get knocked down. 


@ 


Dragon Arc Kick b 


The Dragon Arc Kick isa fantastic move that helps Fei-Long’s offense, 
Performing this mave causes Fei-Long to launch into the air toward 
‘an opponent, using the animation similar to his jumping HK from 
‘Super Street Fighler I. This move can hit upto three times, The kick 
button used determines the distance he travels across the screen. 


By performing a normal attack that causes a lot of block stun (close 
standing HP for example), FeicLong can buffer i into the Dragon Arc 
Kick, leaving only small window of opportunity for an opponent to 
atiempt to hit him out of i, This i especially dificult for certain 
charge characters, or those without good reversal moves. Since Fei- 
Long recovers instantly upon landing, perform the normal move 
when he lands and buffer it into the Dragon Arc Kick! 


<ORAICELEh 


This move is extremely versatile, allawing Fei to hop over projectiles 
cand lond big damage combos ond juggles. While the motion is 
Fein peculiar, i's definitely a move you'll want to learn, 


y 


SUPER STREET FIGHTER II 


Super Street Fighter II brought us the martial arts master Fei-Long. He 
Srought o unique style to the game, utilizing high-priority ground 
moves in the form of his Rekka Ken punches, and a decent anti-air 
attack with his Rising Dragon Kick, Playing os Fe-Long meons sarific- 
ing any kind of long-range strategy in return for huge damage poten- 
‘iol. His Rekka Ken punches link together, making them excellent for 
sunishing a missed poke attack or moves that have a lot of recovery. 
You may experience difficulty fighting characters who have good 
defense (such as E, Honda) and those who are skiled at keeping oppo- 
sents away (such as Sagat and Dhalsim), However, even against these 
epponents, he can slowly work his way in close where his skills rise, 


SUPER STREET FIGHTER II 
TURBO 


FeiLong’s Dragon Arc Kick isu powerful new tol, plus he retains most 
of his high-domoge combos from Super Street Fighter Il, The Dragon Arc 
Hick enables him to work into close range against opponents, which, 
sveans he's no longer at a disadvantage against long-range characters 
‘ke Sagat and Dhalsim, However, because his game is so ground-based, 
be sill has difficulty cracking open a tough defense. Fei-Long’s game is 
sill bosed around his Rekka Ken punches. By repeatedly poking with 
‘hese punches, you can slowly force opponents back into the corner. By 
sing different strength versions of the Rekka Ken, it’s possible to buit 
svt a poke from an opponent that will miss, thus allowing you to rush 
for a powerful combo or knockdown, Fei-Long is most dangerous 
gains! an opponent who gets knocked down, because his high-priority 
sormal moves serve as great wake-up atfacks. When opponents begin 
‘e fear the damage potential of Fei-Long’s combos, it leaves them open 
Je his throws. 


SUPER COMBO 


Rekka Shin Ken) 


‘ei-Long performs five consecutive Rekka Ken punches in this combo. 
ugh ths move eaveshim vey vulnerable ft whi, his com- 
ly safe if an opponent blocks it ond it is invulnerable for most of 
duration of the move! This provides a fantastic anti-projectile 
fechnique, as vell os creating options after a blocked Rekka Ken 
Gries or orga hre ick, 
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COMBOS 


SUPER STREET FIGHTER II 


Jump in HP + + LP HE HP Rekka 
Kon x3 


@ 


> +HK, ++ HP 


© 


Close standing MP. crouching MP, 
Rekka Ken X3 


® 


$F HP + + UK, HP Rekko Ken x3 


® 
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Dragon Arc Kick, LP-$ + UP, Reka 
Shin Ken Dragon Arc Kk 


@& 


GOOD MATCH-UP 
VS ZANGIEF 


While it seems that Fi-Long’s need fo get close fo opponents would hurt him against Zangief, his normal moves save the day. In particular, his stond- 
jing HK ond crouching HP. The standing HK will beat any jump-in that Zangiof attempts, including his Body Splash. This prevents Zangief from set- 
ting up his Spinning Pile Driver, leaving him with his crouching HK and standing MK moves. Both of these moves can be harried by a crouching HP. 
Additionally, a whiffed crouching HK from Zangief can be punished by HP Rekka Kens. 


BAD MATCH-UP 


VS E. HONDA 


This match heavily favors the Sumo wrestler due to Fei-Long's lack of viable offensive options. E. Honda's LP Headbutt can beat any of Fe-Long’s 
jump-ins, including the Dragon Arc Kick (Super Sieet Fighter II Turbo only). This leaves only ground strings and Rekka Kens to rely on. E, Honda's, 
defense is powerful against any character without a projectile, Try to boit HP Headbutts from E. Honda to make him jump backward 10 counter it. 
Grouching HP can also beat many of E. Honda's pokes, but it runs a serious risk of being hit by a Headbutt. 
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‘NORMAL MOVES 


STANDING 


- T. Hows normal moves are primarily poking maves tha enable him to 

get in close to set up throw attempts with his Storm Hammer. Standing 

HK is good for punishing missed moves from for away, while the 

standing MP is useful for stopping or trading with projec- 
file attempts. 


“STRONG |p __-FIERCE 


7 STANDING CLOSE 


Most of T, Hawk's close normals are useful for setting up throw 
‘tiempls with his Storm Hammer and combos, Close LP LK, and 
MAK are excellent moves to force an opponent fo block in order to throw. 
them. Close MP and MK are the primary moves to combo into 
Thunderstrike to knock them down, Close MP is also a good onti-air 
‘agains! players who try cross-ups. 


T.Hawh’s crouching normals compliment his standing normals as pok- 
ing fools to frustrate an opponent and get closer, His crouching MP is 
probably his highest priority ground normal, trading with or beating a 
large number of attacks, Crouching MAK is also good for trading with 
‘moves that crouching MP can't beat, 


\) \ THROWS 
\\, Because T Hawk has more powerfilspecallmove for a 


\\S \\ thw, you may sy avn fom using is normal hows. 


\\\_ His best throw isthe HK version, because i's impossible to 
~f {ech regardless ofthe version being played, In odition, 


| 


it sets up perfecly for either a well-timed jump-in or 
around poking game. If you decide fo use a around poking 
gam, se his Storm Hammer or attempt a combo. 


JUMPING 


T Hawk's best oir move is his jumping LP. It stays aut a long time, has 
‘real priority to trade or stop various air counters, and the move sets 
up his Storm Hommer perfectly. The only problem with his jump LP is 
‘hat some characters have o perfect counter for it (i.e. the crouching MK 
of Cammy, M. Bison, and Blanka). In this case, jumping HP con be used 
fo stop these attacks, 7. Hawk’s jumping MK is his primary cross-up 
attack. If you're playing the Super Street Fighter I version of T. Hawk, 
however, his Heavy Body Press will also cross-up. 
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Ini, + + HP Heavy Body Press 
T. Hawk's Body Press is the second best cross-up in the game, only 
‘railing behind Zangief. This move is great for starting combos off 
with big damage, or putting your opponent in block stun, and forc- 
‘ing them to escape the Storm Hammer (Which is extremely hard to 
do). If the Body Press hits a crouching opponent, the window of 

‘opportunity is expanded, allowing you more time to connect a 
Q sige combo. 


SPECIAL MOVES 


vi 


360 +P Storm, Hanmer 


T. Howk’s Storm Hammer is the most powerful non-super combo 
move in the game, Use it to punish whiffed moves and tick-throw 
after blocked normals (lke his jumping LP, stonding or crouching LP 
‘or close MK). The range for this throw is not as good as Zangief’s 
Spinning Piledriver, but there is no whiff animation, which 
Dirire verse ctr yo cro fr vc, 


Thunderstrike i} 


The Thundorstrke is T, Hawk's best ant-air move, has decent pri- 
ority and can be used as a wake-up reversal, It is even an option at 
close range to go through projectiles to hit an opponent, Avoid using 
‘the MP and HP versions of this move, except in combos. The reason 
@ being is that only the second hit of the move will knock down, 
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_The Hawk 


In air, all 3 Punch buttons i] 


The Hawk can be o great suprise move. When used properly, it can 
punish projects (or other slow attacks) that have o longer delay. 
You can oso us it after a Storm Homme, and you can land right 
hhext fo your opponent and set up another Storm Hammer attempt as 


@ they wake up. 
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COSTUMES 


SUPER STREET FIGHTER II 


T. Hawk's primary strategy revolves around getting close to land his 
Storm Hammer. From further away, you can use his standing HK, stand- 
ing MP, crouching MP, and MK to beat or trade with moves to make your 
opponent hesitate about sticking anything out. If an opponent is keep 
ing you out with projectiles, use The Hawk move against slower ones, 
‘and jump straight over the quicker ones to advance close enough to use 
standing HK or standing MP. If your opponent doesn’t have a good anti- 
‘air move, get in close and unleash T. Hawk's jumping LP to set up some 
‘throw attempts. The Thunderstrike is a good attack up close to knock 
down an opponent. After a knockdown, 1. Hawk gains the advantage. 
Use cross-up MK or the Heavy Body Pres, crouching LPs, crouching MP 
cand close standing MK against an opponent who is woking up to force 
them to block, Then you can go for tick throws with T. Hawk's Storm 
Hammer. 


SUPER STREET FIGHTER II 
TURBO 


T. Hawk's biggest addition to his arsenal is his super combo. Depleting 
bout half of an opponent’ life bor, this is the most powerful move in 
the entire game. His Heavy Body Press is now much more difficult to use 
15 0 cross-up, and it is impossible to use against some smaller charac- 
ters, Also, bis standing HK no longer hits crouching opponents, 


COMBOS ; 


SUPER STREET FIGHTER II 
Geossup MK, MP, HP Uphawvk 


@ 


Ini, Gossup 4 + HP # +P NK, 
LP Uphawk 
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SUPER STREET FIGHTER II TURBO 


C055 up MK, + 4+ NK, + + LP HP 
Uphawk 


@& 


Cross-up MK, + #LPx 2, soning LP, 
LP Uphowk 
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SUPER COMBO 
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E Double Typtoon | 


With the Super Meter filled, use this move in place of any Storm 
Hammer for added damage, Like all super combos, your characteris 
invincible ot the beginning of the move and i's possible to tick-throw 
to make some nearly unescapable setups It will grab a lot of rever- 
GS ‘moves, including Tiger: Upperculs ond Shoryukens! 


GOOD MATCH-UP 
VS CHUN-LI 


Although T, Hawk doesn’t have an advantage in this fight, itis much less of on uphill battle than a lot of other possible matches. With the exception 
of a properly timed Whirlwind Kick, Chun-Li wil experience difficulty against T Hawk's jumping LP. Take advantage of this by performing the Storr 
Hammer, Ground to ground, Chun-Li's normals are faster and have more priority than T, Hawk's, so you may be limited to standing and crouching 
MP to attempt to trade or beat her moves. Be patient against her poking game and wait for an opportunity to tick-throw her, If you can get her i 
the corner with a knockdown, unleash repeated tick-throw attempts to make it difficult for her to escape, 


BAD MATCH-UP 
VS HONDA 


‘Agoinst a defensive-minded E. Honda player, Z. Hawk will have a hard time causing much damage. T. Hawk cannot jump in or poke very well fr 
fear that E. Hondo’s Headbut will cause a lot of damage. Your best bet is to move close to E. Honda and bait a Headbutt from him that you sae 
jump over and punish. If €. Honda isnt charged, go for the attack. Without his charge, he cannot defend against T. Hawk's jumping LP as well. Be 
careful with tick-throw attempts agoinst the Super Street Fighter I! Turbo version of E. Hondo, though, because he has his own special move theaw 
that can be used fo reversal out of « tick-throw attempt. Try to space any fick attempts so that you are too far away for him to throw you, but yas: 
‘are sill in range with T, Hawk’s Storm Hammer. If you get the advantage in this fight, step back and take a more defensive approach, 7. Hawt 
‘crouching LP can stop offensive Headbutt attempts. IF E. Honda tries « Sumo Splash , block it as he comes down and use the Storm Hammer wise 
he lands. If he attempts to advance toward you, simply attack because he won't have his charge for his Headbutt, 


hums 


Akuma is the boss of all bosses and his power scares the most hardcore players. Because Akuma is a secret character and all of his moves have an unfair advantage, he 
is considered one of the best boss characters created for a fighting game. His Zonku Hadoken and Shakunetsu Hadoken moves are extremely powerful. Akuma can deplete 
almost 90% of your character's health bar with a single hit. 


To select Akuma in battle, choose the Super T mode from the menu and let the cursor rest on Ryu for four seconds. Then move to T. Hawk for two seconds, then on to 
Guile for two seconds, then move it to Cammy for two seconds, Lastly, move the cursor back to Ryu for two more seconds. After doing so, press the START button and all 
three Punch butions at the same time to make Ryu’s picture turn completely black. This means you have successfully picked Akuma! 


STANDING NORMAL MOVES 
Due to Akum's arent speed and the fat = = INC 
tha he os the some normals as Ryu and 
Ken, his normols ore twice s good! 


FIERCE 


HP 


FORWARD 


ROUNDHOUSE 
7 : 


STANDING CLOSE 


‘Akuma is very similar to Ryu when it comes to 
close normal moves. His close MK can be followed up 
with special move, and his HK hits tice, 


) CROUCHING 


‘Akuma has the same basic crouching moves as 
Ryu. His crouching MK is good for two:in 
) ones Crouching HK i get at knocking on 

opponent off his feet, plus the move is 
extremely fast. 


+4+P ++MP ++HP 


FORWARD ROUNDHOUSE 


JUMPING 


cir moves are somewhat standard, He doesn’t really need anything, 
sce he has the best air move in the game, 
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STRONG "STRONG 


++ MP a /s+MP 


FIERCE FIERCE 


++lK +/+ 


FORWARD FORWARD 


++MK + /6+MK 


ROUNDHOUSE 
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THROWS 
Because Akuma has blinding speed, his throw game fs ridiculous He can 
lock down an opponent with his Zanku Hadoken or the Shakunelsu 
Hadoken, then swoop in for a quick throw. 


THROW 


> /© MP / HP +/+ MK /HK 


SPECIAL MOVES 


4x > + Any P Go Hadoken |) 


His Go Hadoken is unbelievably fast, This Hadoken comes out of 
nowhere and can take down its farget in no time at all, 


Go Shoryoken)) 
‘Akuma’s Go Shoryuken uppercut hits three times (like Ken's) but it 


tloes so with any Punch button. It also hits three times as an anti-air 
move. 


Huth 
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E Zanku Hadoken)) 


This move is perhaps the most feared by opponents. This move puls 
‘any opponent info a blocking animation for at least three or four sec- 
Gr" ‘and it can trigger massive 8-hit combos. 


Init, +x > +P 
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Wiisomald Senpunyoko 


Akuma’ Tasumoki Senpukyaku is incredibly fost ond it has juggle 
potential, You can tink up to three hits in the air, with any combina- 
tions of Shoryukens or Tatsumi Senpukyakus. 


tee ek 


Shokunetsu Hadoken | 


wu tuo t¢P 


The infamous Shokunetsu Hadoken can knock down an opponent at” * 


‘any distance, plus it hits three times. This is one of two moves that 
Akuma has that makes him far superior to any character in the 
gome. Since it has almost zero recovery time, this move can keep 
Gr" permanently locked down. 
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COMBOS 


SUPER STREET FIGHTER II TURBO 


Jumpin HK, # MK, HP Shakunefsu 
Hadoken 


ey 


Crossup HK, # + MK) HK Totsumokt 
Senpukyoky, LP Shoryuken 


& 


In it UP Zanku Haloken, standing 
HP Shakunetsu Hadoken 


& 


Inir LP Zankw Hadoken, jump in HP 
jump up HP Zonku Hadoken, + -+ 
MP. standing MP. HK. Totsumaki 
Senpukyaky, MP Shoryuken, 


N 
A} 
\ 


Before you dive into this comprehensive strategy guide, toke o few minutes to read 
through this glossary of gaming terms. These terms are mentioned throughout the 
guide, so your familiarity with them is paramount. 


360 MOTION 
Spin the controller or joystick in a circle. Basically, only six consecutive 
points on the joystick (or controller) must be hit. 


720 MOTION 
Spin the controller or joystick in o circle twice, Basically, only 12 con- 
secutive points on the joystick (or controller) must be hit. 


ABSOLUTE GUARD 

After blocking the first hit of a combo, the rest of the hits are blocked 
‘automaticaly, Street Fighter Ill: 3rd Strike is the first Street Fighter 
ume to remove absolute guard. 


AMBIGUOUS CROSS UP 
‘A jumping attack that may or may not cross up. It should be executed 
in such a way as fo confuse an opponent's ability to block on reaction, 


ANTI AIR 
‘A move used to attack « jumping opponent from the ground, 


BAIT 
To lure an opponent into attacking. 


BLOCK 
To successfully guard against an attack. Blocking can be done from a 
high or low position. 


BLOCK STUN 

The time in which a character is frozen on-screen after a move connects. 
The stronger the move, the longer the block stun. Opponents cannot be 
thrown during a block stun, 


BUFFERING 

To conceal the joystick and button presses of a move during the execu- 
tion of another move. This makes cancels and certain combos easier to 
perform. It is also useful for “Psychic” moves that automatically come 
‘out only if the first move hits. 


CANCEL 

To interrupt an attack to begin a new attock before the first attack fin- 
ishes. Only certain moves can be canceled. Generally, normal attacks 
can be canceled into special moves and super arts. Special moves can be 
canceled into super arts, Ths is crucial for multi-bit combos. I also has 
advanced applications. 


CHAIN 
‘A series of moves that connect or cancel into each other to form a 
combo. 


CHARGE 
Press in a direction (almost always + or + ) for two seconds, 


CHARGE PARTITIONING 

‘A way to break up the charge times of a charge special move into 
pieces, This enables a character to be active while charging for a special 
move, 


CHIP DAMAGE 
Damage inflicted 10 opponents with a special attack or super art while 
they are blocking. 


comBO. 
A combination of attacks, special attacks, and super arts strung fogeth- 
cr to hit opponents in sequence before they leave hit stun. 


CROSS UP 

‘A method used to get on the other side of opponents. Any jumping 
attack that starts in front of an opponent then hits from behind is called 
‘across up. Opponents must block a cross up in the other direction, basi- 
cally the direction in which they face. 
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COUNTER MASH 
‘Adefensive mash. Press the buttons repeatedly to reduce the number of 
hits on certain throws, 


DAMAGE REDUCTION 

Attacks inflict less damage than normal when they are part of a combo. 
The more hits in the combo, the less damage (a reduced amount of its 
standard damage) each additional move causes. Canceling and super 
canceling also decreases the damage of all the attacks that follow. 
Damage reduction resets after the combo is completed. 


DIZZY 

Synonymous with stun. When the stun bar gets maxed out, the charac- 
‘ter becomes paralyzed and cannot do anything until he gets hit or the 
dizzy state ends, Mash the butions to reduce the amount of dizzy time. 


DOUBLE TAPPING 
Quickly pressing the same button twice in a row. 


DRUMMING 
Quickly pressing all three punch or kick buttons in succession, 


EX 
‘A faster, more powerful version of a special attack that usually causes 
‘more hits than the normal version. EX moves consume the Super Meter, 


FOOT GAMES (FOOTSIES) 

Fighting on the ground from a distance with low kick attacks, A big port 
of foot games is to bait opponents to attack while your character is out 
of range, then counter attack during their recovery from the whiffed 
move, 


FRAME ADVANTAGE 
The recovery of an attack is quick enough where your character can 
‘move or attack again before your opponent leaves hit/block stun. 


GROUND CROSS UP 
To cross up on opponent on the ground In general this accomplished 
by dosing over an opponent’ body os he or she quick recover, 


GUESSING GAME 
Any situation that arises in which there is no way to know what an oppo- 
nent will do, so you must make an educated guess, 


HIGH ATTACK 
An attack that must be blocked high but cannot be parried law. 


HIT STUN 

The time when opponents are paralyzed from being struck by an attack. 
They cannot move, block, or attack until the hit stun wears off. 
Opponents cannot be thrown during hit stun unless they have been 
turned around. Hit Stun is only present on an attack that does not knock 
down, 


HIT VERIFICATION 
Canceling or linking into the next move of a combo only after seeing 
that the first attack connects. You must verify that the next attack will 
combo before you do it. 


JUGGLE 
‘A combo that knocks an opponent into the air. 


JUGGLE STATE 
‘Astate in which an opponent is susceptible to a hit by more juggles. 


KARA CANCEL z 
‘A Japanese term that means “empty cancel.” It 
vation in which you cancel out a normal attack into a special move 
before even seeing the normal attack come out. Usually used to gain 
extra range on special attacks, such as throws. 


hits for certain moves, 


KNOCKDOWN 
Opponents are hit or thrown to the ground, Opponents cannot be hit 
during a knockdown, with the exception of a few OTG situations, 


LIFE BAR 
The long bar at the top of the screen, Any hits taken decreases the life 
bar. When the life bar is depleted, that fighter loses the round. 


LOW ATTACK 
‘An attack that must be blocked low, but cannot be parried high. 


MATCH RESET 
When neither player has o positional advantage over the other. 


MASH 
To press the buttons repeatedly. This tactic is often used to gain extra 


MEATY ATTACK 
‘An attack that-starts while an opponent is on the ground. The move— 
stays aut long-enough to where the opponent gels-up into the move. 
while it is stil hitting, This enables the atlack to hit at « later time than 
it normally would, It is good for linking after the attack, thus making it 
difficult for opponents to execute a wakeup reversal 


METER 

The long bar at the bottom of the screen that indicates the number of 
super arts that are available, The longer the meter, the more super arts 
‘and EX moves you can do, You can build the meter by whiffing moves, 
connecting with moves (hit or blocked), or by being hit. 


MID ATTACK (MID-LEVEL ATTACK) 
An attack that con be blocked high or low, and usually also parried high 
or low. 


MIND GAMES 

‘Anything from playing tricks on opponents, to forcing them into unfa- 
vorable situations in which they must guess. The opponent playing mind 
games is generally the one controlling the momentum of the match, 


MIX UP 
Any pattern or series of moves intended to confuse opponents and cre- 
ate an opening. 


MOVE 
(Used as a noun) Synonymous with atack. For example, a “sped 
move” (a special attack) 


NEGATIVE EDGE * 
Releasing a pressed button, It’s possible to execute special attacks with 
the negative edge release of a button. For example, to execule 
Hadouken with a negative edge button release, press punch, then +, = 
> + release Punch. Negative edges are used to simplify complex inpet 
commands and make it easier to fime a button press for a linked spe 
cial attack or super ort. 


NEUTRAL POSITION 4 
When the controller or joystick isin the center. Basically, when the joy 
stick (or controller) isn’t being pressed. 


ON REACTION 
Refers to the ability to react to something in time to either 
block/parry/execute a super art, etc. 


OPTION PARRY q 
‘A type of option select. You cover your character with a parry befar= 
committing fo a move, 


OPTION SELECT 
Inputting o command that covers your character for multiple situations. 
Usually used in situations in which guessing is involved, 


OTG (OFF THE GROUND) 
A combo that hits opponents even though they have already fallen to 
the ground, 


OVERHEAD 
An attack thot hits high. It cannot be blocked or partied low. 


PARRY 
A technique that nullfies on opponent's attack and provides a short 
period of time to counter the attack, There are two types of parties: high, 
‘and low, Proper parrying involves o lot of guesswork, 


PERSONAL ACTION 
HP +HK, Each character performs a personal action that gives him or 
her some sort of power-up. Also known as “taunting,” 


POKE 
Usually a low attack, itis used to hit opponents from a distance, 


PROJECTILE 
‘An attack that travels independently from a character's body. 


PSYCHIC 

Any attack can be considered psychic if an opponent guesses a the right 
time and lands a hit. Only moves that con‘t be verified are usually con- 
sidered psychic. Although highly risky, a psychic attack can really 
change the momentum of a match, 


PUNISHMENT SITUATION 

A situation in which an opponent is in the middle of a long recovery. 
from on attack and is completely open, leaving himself open for 0 
combo. 


QUICK RECOVERY 

Tap + after a knockdown as soon as your character hits the ground. The 
character wil roll backward and recover to his or her feet quicker thon 
formal. Tis is good for retreating away from opponents after a knock- 
down, However, many characters are at risk to being crossed up on the 
‘ground during their quick recovery. 


RECOVERY 

All attacks take a certain amount of time after their hit phase to finish 
before a character con move, block, or attack again, This is known as 
“raxovery.” Recovery is so used to describe when a character gets back 
to his or her feet. 


RED PARRY 

Ayoriation of a parry that can only be done when a character isin block 
stun, The absence of absolute guard in Street Fighter Ill: 3rd Strike 
enables characters to leave block stun during a combo and red parry the 
next attack. 


RESET aes 

A situation in which you finish a combo with a move that knocks oppo- 
rents back to their feet. You can usually start a new combo before the 
‘opponent hits the ground, thus resetting the combo. Resets are also used 
0 create ambiguous cross up situations. 


REVERSAL 
To perform a special move or super art at the first opportunity after 
‘being knocked down, or after coming out of block stun, 


SHOTO 
Short for Shotokan, Used to describe the character types of Ryu, Ken, 
and Akuma. 


STOCK 3 

‘Aterm used to describe a sufficient amount of meter for a super art. CONVENTIONS 
QF 

STUN Quarter circle forward (+ « >) 

Synonymous with dizzy. When the stun bar gets maxed out, the charac 

ter is paralyzed and cannot do onything until hit, or he stun state ends. © QCB 

Mash the buttons to reduce the amount of time stunned, Quarter cirde back (+ # +) 

STUN BAR HCF 


The smaller bar under the life bar. Each hit token increases the stun bor. Half circle forward (# # 4 x +) 


When the stun bar gets maxed out, the character becomes stunned ond 


Fl 
iE 
i 
q 
5 
é 


9 do anything for « brief time, The stun bar gradually d Hee 
ua. jing for a brief time, The stun bar gradually decreases Witaaiseens 
‘SUPER ART JAB 


Sometimes known simply as “supe.” Every character has at lest three L20t damaging punch button - LP 


super arts. These moves, which require complex joystick and button, 


ins own aha’ overdo oun ove © oR neg hut 

fll ier ferto uss then, : 7 
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‘SUPER JUMP CANCEL (SJC) rt 3 

To cane an ack into a super ump To do pes the ut forthe Mt" damaing porch ton HP 

normal ack, then quit lp 4 +, Oly actin fw norma tos, SHORT 


special moves, and super arts can be super jump canceled. Least damaging kick button - LK 


TARGET CHAIN FORWARD 

A series of choinable moves tht isa pre-set combo. Medium damage kck button ~ MK 

TECH ROUNDHOUSE 
To escape a throw attempt. Most damaging kick button - HK } 


TICK 
A quick move used to set up a throw or ony other tricky maneuver. The 
“ticked” move fs usually blocked, 


TRIP GUARD 

When characters jump they can block the moment eat provided 
they did not attack while in the oir This is called trip guard, Any parry 
that occurs while either player isin the air resets trip guard, 


TURNED AROUND STATE. 

Certoin attacks hit opponents ond turn their bodies a 
backs face your fighter. Ths isthe only i 

‘opponent in hit stun, é 


UNBLOCKABLE 


+ 
Used to show an action occurs atthe same time. 
‘means to tap back on the controler and press MP at 


‘cannot block both attacks 
cable situation. Unble 
invulnerable move is 


UNIVERSAL OVERHEAD (UOH) _ 

An overhead tak hats universally a 
eral, press MP-+ MK. Exch character's UOH 
or her strategy section. 


WAKEUP. see 
The time in which opponents get off the ground. 


WAKEUP SUPER 
‘An opponent performs a reversal super the moment he or she gets off 
the ground. 


WHIFF 

When o move does not connect with an opponent, Sometimes whiffing an " 
attack is useful for builng the super mete or sting up anoler attack. 

Whiffed moves aso tend fo be vulnerable fo counterattack on their recovery. 


‘ZONE (ZONING) 
(Used as a verb). To control space and keep your character at a distance 
so that you can dictate the flow of the match, 
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Basic Uniuersal Tactics 


COMMAND INPUTS 
ALL COMMANDS IN THIS GUIDE ARE 
PRESENTED WITH THE ASSUMPTION THAT 
THE FIGHTER 18 FACING TO THE PLAYER'S 
RIGHT, THE DIRECTION THE 1 FIGHTER 
FACES WHEN A ROUND BEGINS, 


FORWARD DASH 


Tapping forward twice makes your character perform a forward dash. 
Dashes are effective for quickly closing distances. Each character's dash 
hos different speeds and properties, including start-up, overall travel 
time, and recovery period at the end of the dash. 


BACKWARD DASH 


Quickly tapping back twice makes your character do a retreating dash, 
If you need to create space between your fighter and the opponent, 
stort back dashing, Some characters have back dashes that are designed 
to be effective up close, Ryu’s back dash covers an extremely short dis- 
tance. Use this to your advantage, as he can back dash out of an oppo- 
rnent’s throw range. After the throw whiffs, punish the opponent with a 
combo, Each character has a different back dash; learn each one's 
strengths and weaknesses. 
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Pressing Up makes a character ump. You can jump toward (press *) an 
‘opponent or backward (press =). The jump is a very daring choice in 
Street Fighter. Although it's commonly the first thing lots of people 
choose to do in an attempt to be on the offensive, most characters have 
multiple anti-air options they can use to deal damage for jumping, Even 
with the parry, jumping is never safe. An opponent can vary which anti 
cir options they use and do other tricks to throw off your parry timing 
during a jump and score free damage. It's very important fo experiment 
‘and determine when to jump to minimize the risk involved in jumping. 


JUMPING/CROUCHING SHORTHAND 

FOR MOVES INVOLVING A JUMP, IE 
OMY + 18 LISTED, THEN THE SAME 
ATTACK EMERGES FROM *% AND + AS +, 


THE SAME HOLDS TRUE OF CROUCHING, 
VE ONLY + 18 LISTED, THEN ENTERING # 
OR « SHOULD PERFORM THE SAME MOVE, 


EXCEPTIONS TO THE ABOVE ARE NOTED 
WW EACH CHARACTERS LIST OF MOVES, 


SUPER JUMP 


A jump that covers more distance, both vertical and horizontal. Super 
jumps are easier to use in cross ups and when jumping over projectiles. 
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BLOCKING 


The basic defense against an opponent’ attacks, Blocking makes fight- 
ers immune to normal attacks, While blocking an attack, fighters go into 
asstote called “block stun.” During this condition, the character is help- 
less so he/she can only block or red parry. The stronger the attack, the 
longer block stun lasts. 


Blocking has two major weaknesses. First, special attacks still inflict 
some damage if blocked (damage is reduced by more than 90%). 
Second, throws cannot be blocked. Knowing when to block is key to tok- 
ing less damage in tight situations. Learn to watch for overheads ond 
‘throw attempts while blocking low to reduce the overall damage taken 
when opponents are close, 


PARRY 


Parrying is a new technique introduced in Street Fighter Ill. It is an 
offensive maneuver that nullfies an attack and provides a brief period 
of time to counter opponents before they recover from their move. 
Many mid-level attacks con be parried either high or low. The controller 
must come from the neutral position before inputting the parry com- 
mand, You cannot mash in a direction, trying to parry all the time. The 
controller must return to neutral and stay there for a fraction of a sec- 
ond before you can attempt another parry. 


You take no damage from parrying an attack. You get frame advantage 
to hit opponents while they are caught in the recovery of their move, 
The weaker the attack, the more frame advantage you have before 
they start to recover. The parry input must be done a split second before 
their move is going to hit your fighter. 


Parrying is a high risk, high gain maneuver. There ore low and high 
attacks on the ground, and you can only attempt a parry in one direc- 
tion at a time. If you guess correctly and parry an opponent's attack, 
you have the opportunity to land a big combo, However, if you quess 
wrong, your character will take damage from their attack, which could 
lead to a big combo. Parrying is «tactic that can change the momentum. 
of a match in «big way. Use it strategically; sometimes the risk is worth, 
the reward, Sometimes, however, it’s better just to block. Consider the 
consequences before aftempling a parry. 


You can also parry while in the ait. Any parry that occurs when either fight- 
cer isin the oir resets the trip guard. An attempted parry in the oi that does 
nothing because your opponent did not attack does not affect trip guard. 


Street Fighter 3rd Strike also introduces red parries. A red parry is @ parry 
that comes from a block stun. Red parries are possible because Street 
Fighter 3rd Strike does not have absolute guard. In most other SF games, 
‘when you block a combo, even if you release the joystick afte the first hit, 
the rest of the combo hits are blocked automatically, However, in Street 
Fighter 3rd Strike, if you release the joystick your character will start to get 
hit, The absence of absolute guard creates the option to stop blocking in the 
middle of a combo, The only options at this point are to either get hit by 
the next combo hit, or interrupt the opponent's combo with a red parry. 
While blocking, wait for a space between the hits ofthe attack string, then 
return the stick to neutral, then input a parry in the proper direction before 
the next hit. When timed correctly, your character will stop blocking and 
flash red as you parry the next hit that you normally would have blocked. 
Red porrying is useful for parrying mul-hit moves, or for attack sequences 
in which you are foily confident you know what will come next. 


THROW 
Fe | 


Pressing LP + LK next to an opponent makes your character execute a 
throw, inflicting a decent amount of damage and stun damage. Throws 
cannot be blocked, making them ideal to use against blocking oppo- 
nents. Normal throws are very fast, coming out in three frames, so they 
an sometimes seem unbeatable at certain ranges, 


There are a variety of ways to counter throws, “Teching” the throw is 
‘one option. Another simple way to offset a throvr is to jump straight up 
just os an opponent tries to throw, which should enable you to avoid it 
completely. Throws also cannot offset any normal attack with a three- 
frame start up. If a normal attack ond a throw come out at the exact 
same time, a normal attack always wins, 


Also remember that most throws don’t have great range, meaning you 
can back out of throw range to make it impossible to land. Throws will 
‘also never defeat meaty attacks on wake up, or most moves with invin- 
ibility, Regardless, throws are a major part of mix up games in Street 
Fighter Ill. When close fo an opponent, mix in a throw when you think 
the opponent will block, Then use attacks when you think your adver- 
sory will attempt to tech a throw attempt. Add them to your close-range. 
gameplan and force your opponent to guess. 


TECH THROWS 
{PAX ned pon eng town 


When an opponent attempts to throw your fighter, press LP + LK when. 
they activate the throw to counter it. The result is that both players 
bounce away from each other and toke no damage. 


QUICK RECOVERY 
(peeing te ond fier wlaokdown NN 


Quick recovery makes characters immediately roll backward and stond 

up ofter they have been knocked down, This is helpful for keeping 

19 into a potentially dangerous position, 

invulnerable during « quick recovery. The 

situation is hat many characters can dash throug! 

‘an opponents body during « quick recovery, This enables opponents to 

dash behind your character and attack on wake up, which can be very. 

difficult to block. However, only certain characters can do this against a 
very specific set of characters. 


UNIVERSAL OVERHEAD (UGH) 
ch i 


This is an overhend attack available to each character. These attacks 
come out quickly ond are helpful in setting up guessing games. However 
they can leave your fighter susceptible to damage if dane too close to ax 
opponent, By performing one on wake-up (or from farther away so ® 
hits on a later frame than normal), you kill the recovery and get a sie 
nificant amount of frame advantage. This allows for linked super arts er 
other attacks, This is great for wake up mix-up games, since this gives 
‘your character a potential to cause damage with an overhead. However. 
cttempting a UOH early enough to get frame advantage makes the over- 
head more noticeable and easier to block. 


PERSONAL ACTIONS ; 
2 


Personal actions are basically character-specfic taunts. There are oer 
benefits to performing them, outside of looking cool and boosting your 
super meter, 


PERSONAL ACTIONS BREAKDOWN 
AKUMA 


Akuma’s attack power and stun damage increase, 


ALEX 


Alex's attack power increases, Pressing and holding HP + HK keeps Alex 
in his taunt stance, which builds his attack power to a specific limit. 
Performing the taunt repeatedly builds attack power, maxing out after 
the fourth taunt, 


CHUN-LI 
The bonuses Chun-Li receives depend upon the type of taunt she per- 
forms. Chun-Li has four variations to her taunt: 


When she yawns, Chun-Lis stun gouge recovery rate increas 
es, This can be stacks up to three times. 


When she cracks her neck, Chun-Li attack power increases 
for all attacks except for throws. 


When she pats her shoulder, Chun-Li gets a defense increase, 


When she arches forward, Chun-Li gets an attack and defense 
power increase, 


DUDLEY 


Dudley gets an attack power increase while tossing a rose into the air 
that zeroes in his opponent. Dudley will end up holding a rose if addi- 
tional fount attempts are tried before the first rose disappears from the 
screen. In this case, Dudley still gets an attack increase but no super 
moter increase, 


ELENA 


Elena gets a stun damage increase, The stun damage increase stacks up 
fo a total of four times, 


GILL 


Gill gets on attack power increase, 


HUGO 


Hugo gets an attack power bonus for all attacks except for throws. While 
holding HP + HK, he performs o tount that increases throw damage. 
‘Any time « taunt is performed, Hugo gets an additional defense bonus, 
which stacks up to times. 


IBUKI 


Ibuki leaps toward her opponent and, when it connects, she leapfrogs 
over her opponent and gets an attack increase. Ibuki does not receive 
the bonus if the taunt does not hit. 


KEN 


Ken receives an attack power increase for all of his attacks except for 
throws, Ken's taunt also hits twice, although the hits do not combo, 


MAKOTO 


Mokoto’s taunt has three segments, Taunting once is the first segment 
cand holding HP+ HK after the first taunt leads to additional taunts (if 
the buttons are held down long enough). The first tount hits once for 
minor damage and gives Makoto an attack power and stun gauge 
recovery increase. The second gives Makoto another attack power and 
stun gauge recovery increase, The third taunt gives Makoto another 
stun gauge recovery increase, 


NECRO 


Necro receives an attack power increase for all of his attacks except for 
throws. Hold it dawn to make Necro continue to flail his tongue. 


ORO 


Oro’s stun gauge is lowered slightly. Hold down the buttons to gradual- 
ly lower his stun gauge. 


UNIVERSAL CHARACTER ABILITIES 


This section covers the universal character abilities. 


SPECIAL ATTACKS 


Special attacks range from projectiles to mutli-hit punch attacks that ore 
great for combos. Learn each character's special attack commands to 
perform them smoothly and swiftly. 


EX SPECIAL ATTACKS 


These attacks ate alternate, upgraded versions of a character's special 
attacks, To perform an EX attack, press two punch or kick buttons 
(depending on the special attack) instead of one. Performing an EX 
‘move depletes a certain amount of super meter, but itis worth the cost. 
Mony EX special attacks ore vastly superior to the original. They are so 
much better, in fac, that it’s possible to base some characters (like Ryu) 
‘entire game around EX special attacks. 


SUPER ARTS 


All characters have three super arts and you can choose one before each 
round. Super aris have varying super meter sizes and stock amounts. 
Super art selection changes the way any particular character is played, 
0 choose the super art that best fits your style of play. 


STUN GAUGE 


‘There is a second bar under a fighter’ life bar. Each time a fighter gets 
Sit, the bar fills slightly. When it fills up, the character falls over and gets 


up in a “dizzy state.” During this time, the fighter is completely vulner- 


‘oble to attacks. When your characteris dizzy, wiggle the controller while 
‘mashing buttons to escape from dizzy state. Learn to keep an eye on 
your characters stun gouge and defend yourself it’s high. Experiment 
‘ond determine which combos and attacks cause the most stun damage 
so that you can dizzy opponents when the opportunity arises, 


COMBO SYSTEM 


Combos are a combination of a characters attacks, special attacks, and 
super arts strung together to form an inescapable string of attacks. 
Some combos are flexible, safe ways to cause damage in situations 
where an attack is not alvays guaranteed. Others combos are good for 
when an opponent is completely open to attack, possibly inflicing 
enough damage in one shot to end the round. Learning each character's 
‘most important combos—and when they are most useful—is on 
important part of being successful in Street Fighter II. 


When a character gets hit by an attack that does not knock down, he or 
she goes into a short period of recovery known as hit stun. During this: 
time, a character cannot move, attack, or defend until this window of 
recovery ends. It’s possible to attack opponents before they leave this. 
recovery and the end result is a combo, 


Because the period of time for hit stun is usually short, you can't simply. 
follow attacks one after the other fo form a combo. A variety of meth- 
cods exist in creating combos, each of which have different uses. I's 
important to learn all of these methods to deal the maximum omount 
of damage while still being safe from attack. 


Q 


Q gets « defense bonus for the rest of the round. This bonus stacks up 
to three times. 


REMY 


Increases Remy’s stun damage. Stacks up to four times. 


RYU 


Increases Ryu’s stun gauge recovery rate. Stacks up to three times. 


SEAN 


Sean throws a basketball that zeroes in on hiis opponent. When it hits, 
Sean gets a stun damage increase, which stacks up to three times, The 
basketball must hit each time for Sean to receive the stun damage 
increase, 


‘TWELVE 


Twelve disappears a limited period of time during his personal action, 
When hit Twelve reappears, blocks an attack, throws his opponent, or per- 
forms a super art. Tounting while invisible also makes Twelve reappear, 


URIEN 

Urien gets an attack power increase. Strangely enough, ifthe taunt hits, 
‘on opponent, Urien does not receive the attack power bonus. 

YANG 

Yang gets an attack power increase, but his throws only receive one 
point of increased damage. Yang's taunt also hits opponents. 

YUN 


Yon’s spinning hat can hit on every rotation. He gets a full attack 
increase for all of his special attacks, and a minor increase for throws, 
normal, and special attacks. Hold HP + HK to make Yun continue to spin, 
his hat, which gradually increases his overall attack power. Taunting 
‘eight separate times has the same effect. 


COMBO TYPES 


CHAIN COMBOS 
Chains are combos that use normal attacks that are“ 


ately ate the | if 
shorts strung va like crouching 
or Ryu, However, a specific type of chon, called a an ae ae 


ly consists ofa varity ‘of normal attacks, 


TARGET COMBOS: 


Target combos are character specific; no two characters have the same 
target combo. Target combos work in the same manner as chain combos, 
50 they are often referred to as target chains, or simply chain combos, 


Example: Select Ken and stand next to an opponent. Perform a close 
standing MP, then execute o HP just as it hits. When timed correctly, Ken. 
should immediately go straight into a standing fierce after the MP-hits 
without going into a recovery animation. 


Target combos are specific ond only work with a small set of normal 
attacks. Some characters only have one or two chains—others don’t 
have any! 
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LINK COMBOS 


Links are the opposite of chain combos. You are not canceling the recov- 
ery of an attack, instead, the starting attack hits the opponent and 
recovers before the opponent leaves hit stun. This enables you to “link” 
‘another attack after it. In essence, the recovery from executing the 
attack is shorter than recovering from being hit by it. 


For a link to work, the first hit must have a significant amount of frame 
‘advantage after it, and the second attack must come out fast enough to 
hit on opponent while he or she i fil in hit stun. The window of ime 
to link on attack after another is short. So, since you must wait for the 
first attack to recover before following up, the timing for links is vastly 
different. 


Although difficult 10 execute, links are useful for one big reason: verifi- 
ation, Because the starting attack must recover completely before you 
can link an attack after it, the recovery of that normal attack can be 
observed, This enables you to decide on whether or not to finish the 
combo. In Street Fighter Ill, this is known os “verification,” which is 
important when it comes to landing specific super arts. 


Example: Ken has significant amount of frame advantage after his 
crouching strong hits. Although he doesn’t have any normal attacks 
fast enough to take advantage of this, Shippuu-jinrai-kyaku comes out 
fast enough to link into it. Ken's crouching strong recovery can be 
observed before committing to linking into his super art. If the low 
strong hits, go straight into Shippuu-jinrai-kyaku. If the low strong is, 
blocked, there's no need to do the super art, which leaves Ken wide 
‘open when blocked, 

The ability to verify attacks before launching another attack keeps your 
combos safe, plus it prevents you from giving opponents any easy open- 
ings, The same idea applies to some chains as well, as chains with mul- 
tiple hits ond cancelable endings can be used to verify attacks before 
conceling into a special attack or super art, 


JUGGLES 


‘Many attacks knock opponents into the air. When this occurs, it's possi- 
ble to hit an opponent again os he or she falls from these attacks, This 
is what is known as a “juggle.” 


Examples Select Ryu and perform an EX Joudan Sokuto Ger, After 
this attack hits—ond just after the opponent bounces off the wall — 
perform a Shoryuken (HP) to juggle your adversary. 

The number of attacks that put opponents into a “juggle state” (and 
sometimes what is available to continue the juggle) are limited. Juggles 
often lead to a large amount of damage. This makes them important for 
combos, because they can be started in a variety of positions —not just 
during ground-based combo. 


CANCEL 


After specific normal attacks hit, is possible to cut off the recovery and 
go straight into a special attack or super art. This is called a “cancel.” 
This is one of the most basic and classic combo types in every Street 
Fighter game, For a cancel to work, you must complete the motion for 
the special atfack just as your chosen normal attack hits. When done 


correctly, the normal attack does not finish its recovery, but instead cuts * 


‘off and goes into the special attack or super art, 


Example: Select Ryu ond perform a low MK and, just as it hits, input 
the command for Hadouken (HP). When done correctly, the crouching 
forward should cancel directly into the Hadouken, resulting in  two- 
hit combo, 

Not all normal attacks are cancelable; some are only cancelable into 
super arts, [t's important to know what normals can cancel into a spe- 
cial attack and which special attacks are best suited for canceling. 


SUPER CANCEL 


Some special attacks can be canceled into a super art after they hit. This 
is great for additional damage in combos. It works just like a normal 
‘cancel: Perform a super concelable special attack, then input a super art 
1s the special attack hits, 


Example: Select Makolo and Seichuu-godan-zuki. Position het next to 
the opponent and perform an Oroshi (LP). As the overhead chop con- 
nects, quickly input the super art. The motion must finish for the super 
as the Orochi connects. When done correctly, the overhead chop should 
cancel directly into the super art. 

Although some super cancels can add damage to « combo, some super 
cancels might cause less damage than if you were to cancel direcily into 
‘a super, Super cancels have an interesting properly that can help with 
execution. It’s possible to use the motion from a previous special attack. 
within the super attack motion, 


Example: Select Ryu and Shinkuu-hadouken. Perform Hadouken 
(HP), then as the Hadouken hits, input # » - + HP. When timed cor- 
teclly, the Hadouken should cancel directly into a Shinkuu Hadouken. 
This only works ifthe special attack you're canceling from and the super 
art you're canceling into have similor input motions, For instances in 
which the motions are not similar, do the full super art command when. 
the special attack hits, Stl this shortcut method can be helpful for mak- 
ing a variety of combos easier, 


BUILDING EFFECTIVE COMBOS 


WOW THAT YOU KNOW WHATS POS~ 
SIBLE, COMBINE ALL OF THESE ELEMENTS 
AND BUILD COMBOS THAT ARE EFFECTIVE 
FOR GAMEPLAY, SOME COMBOS SHOULD 
BE BUILT OW THE BASIS OF FLEXIBILITY, 
WHETHER IT'S VERIFIABLE, SAFE IF 
BLOCKED, OR IT CANT BE PARRIED BOTH 
HIGH AND LOW, OTHER COMBOS ARE 
PURELY FOR MAXIMUM DAMAGE OUTPUT, 
(17 MAY NOT BE SAFE, BUT IF YOU GET 
AN OPENING 17'S WORTH TRYING, MOTE 
THAT THE COMBO THAT CAN CAUSE THE 
MOST DAMAGE PROBABLY DOESN'T FIT 
WTO BOTH THE FLEXIBLE AND MOST 
POWERFUL CATEGORIES, 17°9 IMPORTANT 
70 BUILD MULTIPLE COMBOS THAT ARE 
6000 FOR EVERY SITUATION, 
EXPERIMENT AND HAVE FUN! 
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i Advanced lniwersal Tactics 
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-= (HARA CANCELING 

Bp with 

Batiack Street Fighter games are lenient on coordinating joystick motions and button presses in order to execute special moves, For example, the command for a Hadouken is + » -» + (any punch button). However, you do not howe 


to press punch and -» at the some exact moment. Pressing punch early (at « instead of +), is stil possible fo execute a Hadouken, At first the game registers * + punch, which starts the animation of a crouching ponds 
+ By quickly rolling the controller fo and finishing the Hadouken’s input, the game engine cancels out the low punch in its early frames. This happens so fast that you may not see the punch come out infront of the Hadouken 
This feature makes executing complex special moves easier. 


i 
However, this feature con be used in another way. If you cancel out « normal attack that moves your character forward in ils very first frames, then the special move that cancels out the normal attack wil str! from yor 
character's new position. Use this cancelling property to move your character forward in order fo gain exira range on special attacks, * | 


ADVANCED APPLICATION 1: KARA THROWING 


You can cancel out any normal attack with a throw because a throw is considered a specal attack. Find « move that moves your character forward in ts first few frames, then quickly press LP + LK to cancel that move: 


execute a throw, 


Here iso list of each characters best kara throw moves: 


—, 

AKUMA: + + MP DUDLEY: + + LK IBUKI: MK 
ALEX: + + HP ELENA: + + MK MAKOTO: LK 
CHUN LI: MK HUGO: MK NECRO: MP 


You are outside of normal throw range, 


ADVANCED APPLICATION 2: 
KARA UNIVERSAL OVERHEAD 


Universal Overhead (UOH) attacks are ako considered special moves, so they ako make use of kora canceling 
Do a normal attack that moves your character forward, then cancel it out in its first few frames by pressing MP'+ MK. 


Many characters kara cancel with either MP or MK. In order fo execute.a kara UOH in this case, you must neg- 
ative edge the button pressed for the kara canceled move. For example, Chun Lis kara cancel is with MK. To 
.) execute a kara UOH with Chun li, you must press MK, then negative edge MP + MK. 


Any characters that require a directional input to execute their kara-canceled move must release the controller 
before pressing MP + MK. For example, for Ryu to kara UOH, he must press + + IMP then reset to neutral, then 
input (negative edge) MP + MK. A UOH can only be executed when the controller is in the neutral postion, 


THROW TECH DEFENSE 


There are two ways to defend, or ‘tech’, against being thrown. The first way is i both characters atfempt to 
throw at the same time. In order for this to happen, both characters must be standing and within their respec 
tive throw ranges, If this happens, both tech the throw and neither player londs a throw, 


The other way to tech a throw isto press LP + LK within the first Few frames of being thrown by an opponent. 
This option does not require you to stand up, which makes your character vulnerable to low attacks. Also, you 
«can input the throw tech attempt later thon the other method, thus giving you more time to react to any throw 
tfempts. By using this method, you never need to stand up to tech a throw again. You can continue to block 
low, which is generally safe, and tech after being thrown. 


CHOSS UP 


A way to hit your opponent from behind. 


JUMPING CROSS UP 


A jumping attack that hits opponents from behind. Your fighter jumps over their head and hits from behind, 
then lands behind them. Crossing up is a great way to confuse an opponent’ blocking. 


ORO: MK RYU: + + MP URIEN: NONE 
Qs + MP SEAN: + + HP YANG: HK 
REMY: MP, HK ‘TWELVE: MP YUN: LK 


There is one disadvantage to kara throwing. The start up time for the throws slighlly greater than normal throw. Ifyou are in range for « normal throw ‘attempt, there is no reason to kara throw. Only use kara throws when 


ADVANCED APPLICATION 3: 
KARA SPECIAL MOVES 


Kara canceling can also be used fo add range to certain special moves. The controller motions to achieve this 
vary according to each attack. Generally, you input as much of the special command as possible, input the 
normal attack on the second fo last controller motion, then kara cancel it with the final conffoller input + 
button press. : 


{F you anticipate incorreclly, and your opponent doesnt try to throw, your character's low (ab ill come ou 
‘you press LP-+ LK from s. Low jab is generally a fast move, so isa good choice from close proximity. 
from x is usualy the safest way to tech throws while simultaneously defending against low attacks. 


However, this method has one drawback. IF you anticipate a throw correctly, and press LP + LK from » of the 
same time that an opponent tries to throw, expect to be thrown. Ths is because low jab does not execute quick- 
ly enough to beat the throw. (Chun Liis the only exception to this, because her low jab comes out fast enough 
‘to beat throws.) In order to tech throws safely from », you must wait until after being grabbed, then quickly 
press LP-+ LK, 


‘Away to cross up on the ground. This is generally done by dashing over fallen opponents as they quick recov- 
cer. Many characters have dashes that are considered airborne for a brief period. Use this property to go over 
‘opponents while they are rolling during their quick recovery. 
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CHARGE PARTITIONING 


Charge Partitioning isthe ability to split up the chorge times for some special moves. As long as you aren't fully charged, it's possible to charge fraction of the total charge time, then move around or do a move quickly, 
before you resume charging. Spiting up the charge into several pieces achieves some interesting results. This technique allows mony charge-based characters to move around and remain active while also charging for their 
special moves. This helps out a great deal, because without this technique, most characters are forced to sit back and charge + or + or while waiting for the charge to complete. With charge partitioning, these fighters can 


actively fight and still manage to build up a charge. 


ADVANCED TECHNIQUE 1: 
BUFFERING 


Buffering isthe ideo of carrying over the controller inputs and button presses of one move in the execution of 
‘nother move, This is extremely important for basic combos that involve canceling. For instance, in order to 
do + +MK~ super art with Ken, you must cancel the + + MK before a certain point in the move's anima- 
tion, AS Soon os you input + + MK, immediately begin the doubled QCF motion while the + + MK is hitting, 
then press P on the second -+. 


Buffering is also extremely helpful with the timing of links and late cancels. For instance, Ken can link o 
Shippu-Sinrai-Kyoku after a + + MP if it hits. You can do the + + MP, and start to buffer the QCF (x2) during 
the execution of the punch, Time the second QCF motion to coincide with the moment Ken fully recovers from 
+ + MP.IF the move hits, press kick to link the super art, Ifthe punch doesn’t hit, don’t press kick, The idea 
is to do the super art motion during the move to prepare for the possible hit and link. This makes doing links 
and late cancels much easier. 


Buffering can also be used for “psychic” moves, For instance, Ken sticks out + + MK from a distance where it 
‘normally would whiff, Buffer the QCF (x2) super art motion during the execution of + + MK. As long as the 
move is out of range and whiffs, the super art will not come out if you complete QCF (x2) + K before + + MK 
recovers. If you time i correctly, the super art comes only ifthe move being done its on opponent, Ths allows 
you fo set up a ‘psychic’ situation where the super art comes out automatically only on a hit, Position your 
fighter ovtside of the mave's maximum range; do the move and buffer the super art motion. Ifthe opponent 
does anything to run into the move, such as dashing or poking with o low attack, the attack automatically can- 
cels into the super art, This is « good and generally safe way to cancel ino super arts via low attacks that are 
{00 fast to cancel on reaction to 0 hit, 


ADVANCED TECHNIQUE 2: 
NEGATIVE EDGE 


INis possible to execute special attacks with the negative edge release of « button. For example, to execute 0 
Hadouken with a negative edge button release, press punch, then + » = + (release punch). Negative edges 
tre used to simplify complex input commands and make it easier to time a button press for a linked special 
attack or super art Negative edges go hand and hand with the button drumming technique to make timing a 
link much easier, Also, certain kara cancels can only be done with a negative edge button release, 


ADVANCED TECHNIQUE 3: 
DRUMMING 


Drumming the buttons means pressing all three punch (or kick) buttons in succession, This is very handy when 
trying to get the timing correct for a linked super art. Instead of trying to press one button at the precise, 
required moment, you can drum all three buttons to give yourself more time to hit the button press at the 
proper moment. Drumming all three buttons gives you three chances to hit the button at the right time, You 
can take this a step further and negative edge all of the button presses in series after drumming the buttons. 
For example, ifthe move you are trying to time correcly is with punch, you press in sequence: LP MP. HP, then 
release LP MP, HP. This technique provides six chances to score a button press at the proper time, You can start 
early ond end late, in effect covering all possible times so that you will get the super art to come out every 
time, This technique is useful for hard-totime links, such as Ken’s Inazuma Kakato Wari liked into Shippu- 
iinoi-kyaku, 


ADVANCED TECHNIQUE 4: 
DOUBLE TAPPING 


Double topping isa very simple technique. It is done for the same reason as drumming the buttons —to make 
sure you hit the button at the right time. Every time you press a button, press it with one finger, then imme- 
diately use a second finger to pres it again really quickly. This gives you two chances to hit the button at the 
proper time to input whatever move you are trying to do, 


ADVANCED APPLICATION: 
SUPER JUIMP CANCEL. 


Certain characters can cancel a normal attack into a super jump, and before they leave the ground, cancel the 
first frames of the super jump into super art, Ths allows attacks that normally cannot be super canceled to 
link into super arts. Also, because no special cancel or super cancel is used, there are no damage reduction 
effects from canceling involved in the combo to follow. 


ADUANCED TECHNIQUES 


ADVANCED EXECUTION TECHNIQUES 


‘There are many controller input and button pressing techniques that you can use to improve your game play 
and help you to execute some of the advanced techniques easier, 


FRAME ADVANTAGE 


Every attack comes out in a certain number of frames, When the attack connects, it also has a certain number 
of frames of recovery before you can move/block/atfack again. If you can move before opponents can, then 
the move has what is called frame advantage. If your opponent can move/block/attack before you can, then 
the move has what is called frame disadvantage. There are two different types of frame advantage: hit advan- 
tage and blocked advantage. 


Hit advantage is how much frame advantage you have when a move hits opponents. Ifa move has a large hit 
advantage, then you recover from your move and are able to attack again while they are stil paralyzed from 
the atfack you just did. They are soid tobe in hit stun. Ths is how links are possible. You recover in time to it 
‘opponents with another move before they can block again, The hit advantage is longer for the same move if 
‘an opponent is crouching when hit. 


‘There is also hit disadvantage. Some moves allow you to hit opponents where they recover from the hit while 
you are still in the recovery phase of your attack. In these situations, if the disadvantage is long enough, oppo- 


nents can attack you before you finish your move, even though you hit them, i 


Blocked advantage is similar to hit advantage. You recover from your attack while the opponent is stil in block 
stun. You have the advantage fo move or attack again while the opponent is immobilized. ™ 


Blocked disadvantage is when you attack and an opponent blocks your move, and the recovery of your move 
is slow enough where the opponent recovers before you do. Ifthe blocked disadvantage of your move is long 
enough, your opponent can hit you before you fully recover from your attack. 


HIT CONFIRMATION (HIT VERIFICATION) 


Hit confirmation is « way to eliminate guesswork in your attacks, You only follow up an attack with a special 
‘move or super art if the first atfack connects with a hit. For some attacks, this is impossible because the win- 
dow to cancel the move is too brief. However, other moves can be cancelled late into their recovery, making 
it possible to confirm by sight that the move actually hit, then cancel into a super ort, Tis is even easier with 
links because you generally have more time to watch the move and look for a hit before doing the super art. 


Verifying a bit is important because your super meter is limited. You don’t want to waste a super art by can- 
celing an attack that is blocked. Also, many super arts are vulnerable if they are blocked, so it's foo risky to 
guess. Whenever possible, always try to verify that your move has hit before you proceed to your next atfack 
inthe desired combo. The most common woys to hit confirm an attack before doing a super art are with ehain- 
able moves, late cancels, links, cancelable target chains, and meaty attacks, 


{ts also possible to confirm that your attack will hit based on the action of opponents. If you see an opponent 
stick out a move that’s slow to recover, you can hit quick enough to know that it will hit before the opponent 
can block. In this situation, its safe to immediately cancel into a super art, even off of moves that normally 
con't be verified, Another situation that often comes up is a throw whif. If you see a character attempt a throw 
that whiffs, you have enough time to punish it, After the initial hit, cancel into a super art immediately. 


GUESSING GAMES, MIND GAMES 


Many situations come up where there is no way to know what is going to happen. You must guess fo get it 
right, Many ofthese situations have two possible choices, so they are known as 50/50 situations. Examples of 
these are blocking (high or low), partying (high or low), throwing (thraw or no throw), wokeup move (hit, or 
whiff). Parrying is the most notorious 50/50 situation in Street Fighter Il: 3 Strike, However, there is more 
involved in parrying than just high or lov, Throws and hesitation moves combat porrying, as well, so ifs bet- 
fer to refer to it as a rock, paper, scissors mind game, 


{tis generally in your favor to get opponents into these guessing gome situations and force them to make a 
choice, They can't always guess correctly, so pressure them in this manner, especially when there are more 
‘han two options. The best 50/50 situations are the ones where you force opponents to choose between block- 


HOW TO READ CHARACTER MOVE DATA 


START UP 


ing left or right (or up or down). Examples ofthis are ambiguous cross ups. If they quess wrong, yu land = 
big combo. IF they guess right, they black, but you are sill safe, So, it's ideal to try to create us many of these 
sofe 50/50 situations as you possibly can, Consider it free damage 50% of the time, 


Wakeup situations are 50/50 guessing games that come up all the time. The player who scores the knockdow= 
has many options, including attack high / attack low / throw / do nothing / etc. The waking up opponent™= 
options include block low / block high / parry low / parry high / wakeup move / etc. Although some over- 
head attacks are slow enough to react to, most other attacks are not. Therefore, the waking up opponent uss- 
ally must guess what opponents will do, then decide what is the best option. The opponent pressuring the wak- 
ing up opponent has the advantage in this situation because of the ability to attack first. 


FOOT GAMES (FOOTSIES) 


Foot games, or footsies, are a big part of many characters’ offense. Footsies involve low kick attacks between 
{wo players on the ground. Iris a step up from merely poking. You are essentially trying to invite an attack, 
then punish i. Ths is usually done by staying just outside of the maximum poke range of an opponent. Walk 
back and forth, making it look like you are vulnerable ond in range for an attack, trying to draw out an atfock. 
Ifthe attack whiffs, quickly hit them during the recovery of their move. Some characters can base their entire 
strategy on just foo! games. Those characters usually have a super art that can combo easily from their longest 
low poke, Moke it hard for opponents fo get near you, and hover outside of their range. Get opponents to 
flinch, thinking you are cbout to use an attack that is vulnerable, but you should actualiy do a poke that 
secovers quickly. Foot games are very effective against impatient opponents, and they do.not need to be com- 
plex to garner large rewards, 


. A 


tu >eP Gohadouken 


Zugai Hasatsu 


START UP # 


The number of frames from the beginning of the attack anima: 
fion until the attack actually hits. The lower the number, the 
foster the attack. 


BLOCKED ADVANTAGE, HIT STANDING 
ADVANTAGE, HIT CROUCHING ADVANTAGE 


The frame advantage or disadvantage for the different outcomes 
of an attack. Ifa Dis listed, then the affack knocks down, 


GUARD H/L 

The ability to block on attack High (with +), Low (with e) or 
either. 

PARRY H/L 


The ability to parry an attack High (with +), Low (with +) or 
either. 


CHAIN INTO SELF (CS) 
SPECIAL CANCELABLE (SC) 
SUPER ART CANCELABLE (SA) 


White text indicates that its possible to chain a move into itself, 
es into a special attack or cancel into a super art. A 


START UP # 


The number of frames from the beginning of the attack anima- 
tion until the attack actually hits. The lower the number, the faster 
the attack, 

BLOCKED ADVANTAGE 


The frome advantage or disadvantage if the attack is blocked. If 


Dis isted, then the attack knocks down, 


THROW FRAME DATA 
Att THROWS USING LP + LK HAVE A 
TWO FRAME START UP, EXCEPT [BUKIS 


AND ORO'S AIR THROWS, WHICH HAVE A 
SIX FRAME START UP, 


COSTUMES 
THE COSTUME SELECTION INFORMA 


TION GIVEN ASSUMES THE DEFAULT CON- 
TROLLER SETTINGS ARE BEING USED, 


COMBO DAMAGE 


THE DAMAGE DATA FOR COMBOS WAS 
ACQUIRED AGAINST A STANDING RYU, 
YMLESS THE COMBO SPECIFIES OTHER- 
WISE, SINCE CHARACTERS TAKE DAMAGE 
AT DIFFERENT RATES, THE VALUES PRE- 
SENTED IW THIS CUIDE SHOULD BE USED 
FOR COMPARISON PURPOSES ONLY, 


START UP # 


The number of frames from the beginning ofthe attack animation | 
Until the attack actually hits, The four numbers represent Light attack, 
‘Medium attack, Hard atfack and EX attack (where applicable). 


BLOCKED ADVANTAGE 


The frame advantage or disadvantage if the attack is blocked. If 
Dis listed, then the attack knocks down, 
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NORMAL MOVES 
STANDING 


STANDING CLOSE 2 Sho 
STARTUP (4 )f} 


Outside of + + LK range, MK is | START UP | Close HP isa good poke. Akuma [START UP | 
Akuma’s. best poke, His foot (+4 )} has frome advantage off of it, so {+3 [43 +2_)(+2_)(+2 )) ES 
extends oul and goes over most it's good for fick throw setups and 
low attacks, yet it has a wide other mix-ups. For example, W/L GUARD /(‘H/L 
‘enough hitbox to hit most charac- after a blocked MP, hesitate, then PARRY 
ters as they attempt an attack. walk up and repeat, or use + + u 
Use this to beat other characters’ Sire LK twice, The trick is to make it 
pokes, look like 0 throw attempt, which - 
bestenseces shold lod to on operng, MP { START-UP 
Knasaviehamtet ae links to Mesoisu-Goushouryy, [a1 JG? JCa3 
owe ae ) and isthe only verb high [oa 
d ginning of y me 
jumps, or use i os a universal | steeple GUARD YH 
cnti-oir, Effective at almost any In close MK hits high, so mix it in PARRY (H/l 
time, stick this out to. confuse versus would-be low parriers. It 
parry attempts. ¥ easily links into Messatsu- 
StaRTUP (9) Govhadow START UP 
Fm ems | <<| 4 2 
GUARD /H/L GUARD /(1H/L 
PARRY (1 PARRY (i 
COSTUMES 
THROWS 


dH +W+ dl 


1+ unis 
w+ nis 
H+ BOIS 


aw + HDI 
aH + Hs 


4+ UK hos many uses. i's 0 STARTUP (a) 

quick poke, ideal for tick throw {+3 [43 

setups ond mind gomes. After ie 
blocked + + LK, there ore a few 

options: throw, hesitate and + + 

UK twice to follow up, dosh back 


SPECIAL NORMALS and punish an incorrect reaction, 


tc. It chains into itself, so combo Son, 
START UP f 


4+ LK (x2) into ony stondord START UP 
super art rm Cn eta =| 


‘Akuma’s best poke for mid-range 

distance fighting is + + MK. GUARD (W/L 
Combo it into» Messatsu: =| FPaRRY 
Geouhadou from long range to = Mi 


punish whiffs or to apply pres- 
sure, While good from a distance, 


up close it can be countered bya START UP | 
few super arts because of ils 8 V6 

blocked frame disadvantage. 

Good for pushing whifed nor GUARD (1H/L 
mals when you don’t have PARRY (11) 


‘super meter, + + HK comes out 
fast and knocks down, However, 
it has a terrible recovery, and is 
vulnerable to combos if blocked 
close, and some super arts from 
further away. Don’t use it unless 
you know it will connect. 


44+ +K(dlsoin ir) Totsumoki Zkuukyaku| > +/+ ¢e+PP/KK Ashura Senkuu 


JUMPING 


this move can be used fo cross someone up. 


+stP Jumping Job EEHPL Vertical Fierce 
FstarTUP (5 fra] STARTUP (6) (faq| 
— = \— gg) Go| 
GUARD (Ht GUARD (“1 GUARD/ 
PARRY (“H [PARRY (“ H) PARRY (#1) 
alts - Use this move in combos tht inflict heavy damage, 
pa Mol Fierce, SA _umpinn Short, SK Vertical Forward, LK ond MK versions put opponents nto juggle state, makes Akuma travel backwards. PPP makes jam 
STARTUP (6 ff START UP. (f| startup (5 leaving them open fo Gou Shouryuken ora super art Mus ual by tout enon = 
| to tack on damage at the end of it. Unfortunately, this 10 avoid hairy situations where Akuma might get cor- Jy 
= (= (— eS} (— es} (0 = move sexramaly unsafe flocked, meonng thee nerd, orto avoid block damage from a projectile i 
I i cre few (if ony) consistent and/or safe ways fo land super arf, Although Akuma will pas through a char- fie 
GUARD (“Ht (ouarD (i GUARD (Hi | this move. Good in punishment situations or off of — acter and most attacks, he is vulnerable to certain ff 
3 PARRY (1 PARRY ("Hi PARRY ay successful option select parties. The aerial version of super ats. C 


SAK darcy Forwerd HH Vertical Roundhouse, - I/ 94 HK mtx ek Hyakki Shou | During Hyokki Shuy, no input__ yolk Gouzan 
STARTUP (5 )(feyl (STARTUP (6) STARTUP (6 ) 
j4Be {— = — es} (7 

GUARD/“ Hi | GUARD( 1 | GUARD“ H 

PARRY ("H PARRY (H) PARRY (“Ht 


SPECIAL MOVES 


tuo +P Gohadouken| Init, +x + +P. Zanku Hadouken 


The bution used determines how far Akuma travels. — Hyakki Gouzen can be tricky to block ino few limited sit 
During the jump, there are several options: ‘uations if opponents are worried about getting hit by 
Hyokki Goushou, IF this move is blocked, expect trouble. 


During Hyakki Shuu, Pq ___Hyokki Goushou 


pe Ti, 


aude en eP Shakunestu Hadouken + + x +P Gou Shouryuken 


A leaping overhead punch with heavy recovery. Mix 
vup.with Hyakki Gouzan to increase effectiveness. blocked, Akuma onds up with a sh 
i tage. Use it to get close and start: 


During Hyakki Shuu, LP + LK when directly 
on top of opponent Hyakki Gousai > 


ES 
@)(en(en[G} (ealeniea[ oO : 
peek Hakan ei ey as oe le Ancall purpose defensive attack, Gou Shoutryken has 
‘mes, The button used affects the speed al which it a small window of invulnerability at start up, mean- 
eS ond the ie at tie Witha fer re UP ing in wake up or anti-air situations it has the ability 
eee i oes dele ony cine to consistently beot an opponent’ attack. It hits mu . 
fodovken fom semi dase range. Your opponent has" es, making it especly irttng to payin 
Sthaicebut rye prey the pary esucesf, oar siuatons. 5 oso on imporon. combo 
super cancel into Shungokusatsu, which grabs out of option, specifically because it juggles off LK or MK 
2 pay snce, Totsumaki Zonkuvkyoku for heavy damage, s 
Anice throw added to the mix of other attacks off of 
Hyokku Shuu. pe 


SUPER ARTS 
SUPER ART | 


SUPER ART Il 
este sep Messtaousoura] 


Messatsu-Goushouryu inflicts impressive 
damage when comboed with a super can- 
cel. Verity it with + + LK (x2), or MK link, 
The downside to this super is its limited 
range. Akuma hos 0 wide range of offen- 
sive options where he is constantly moving. 
If you must concentrate on getting close 10 
dea! big damage, Akuma loses some other 
offensive pressue tactics, Messatsu- 
Goushouryu does not allow Akuma to pun- 
ish ground pokes, which is an option with 
Messatsu-Govhadou. 


Messotsu-Gouhadou has many uses and does nice damage when comboed without a super cancel. Combo into Messatsu-Gouhadou from + + MK to 
prevent an offensive rush. Use it fo punish whiffed moves, or up clos, verify « combo int it through doubled up + + LK, or link behind a MK. This 
provides both a low and high avenue to land Messatsu-Gouhadou to discourage attempted parries. 


Use Gou Shouryuken > Messatsu-Govhadou to stop all jump ins. Even if parried, Akuma recovers well before an opponent is done parrying, leav- 
ing the option to attack again (to mess up the porry timing) or teleport away to safety. Finally, counter a jump in with » and MK. If Akuma lands 
first, reset with Messatsu-Gouhadou. 


‘Tenma-Gouzanku isn’t as useful as the ground variation because you con't verify it, but it does have uses. If you expect an anti-air counter to a jump 
in, unload Tenman-Gouzonku, which defeats anti-air moves that don’t have a long invulnerability window. It can olso be effective for chip damage 
kills when on opponent only has o few pixels of health left. f parried, dash up and hit low for an almost sure hit, 


SUPER ART MAX 


SUPER ART MAX 


Messatsu-Gourasen is Akuma’s anti-air super. You can also perform it in 
the air against airborne opponents. Unfortunately, it inflicts less damage 
than his other super arts, It also doesn’t have much use other than as 
‘anti-oir. I's possible to combo into it on the ground, but the only way to 
verify it is off of doubled up + +LK, which means he will be prone to 
down parties. If you have an opening to land + + MK > Tatsumaki 
Tonkuukyaku, you can juggle with the super art, but the damage isn’t 
‘that good. I's better to finish that combo off with Gou Shouryuken (HP) 
‘ond save the meter for on anti-air opportunity. 


H the opponent. If they attack, Akuma passes through it with a Shungokusatsu, 


Shungokusatsu is available in all super arts. It requires two full stocks of super meter. Opponents must anticipate 
the super art before you actualy doit in order to escape, Use this fo your advantage to play mind games; for exam- 
ple, wait for « jump escape attempt from the assumed Shungokusotsu, then attack with an air Tatsumaki 
Tonkuukyaku. 


‘Shungokusotsu is invincible ot start up, so you can use it to pass through projectiles or any attacks from an appo- 
rent. You con also use Shungokusatsu to punish jump in attempts. As someone jumps in, crouch and input LP (x2). 
A the last moment possible, finish the Shungokusatsu input to pass through ony attack and catch the jumper upon 
londing. An alternate way i to press % instead of -» after the second LP With this method, Akuma renin crouch- 
ing, leaving you more time to input the Shungokusatsu command and catch the opponents jump in at the last pos- 
sible moment. You can also use this invincibility to pass through ground moves, If you connect a + + MK > 
Totsumaki Zonkuukyoku (LK); instead of finishing them off with a Shouryuken (HP), hit with HP —> Tatsumaki 
Tonkuukyoku (LK) to knock them back over. Tatsumaki Zonkuukyaku (LK) whiff, but Akuma lands right next to 


Kongouko-kuretsuzan is also available from all three super arts. Is first hit is unparrable, making i idea! for chip 
damage kill. I's also a safe wake up move against jump in cross up attempts. Another sure way to land this super 
artis in a reset situation, After a 4 + MK -> Totsumoki Zankuukyaku (LK) combo, walk up LP to reset, then imme- 
diately Kongouko-kuretsuzan, In an ait reset situation, the opponent's only option isto parry, but Kongouko-kuret- 
suzon’sftst hit is unporriable, Be cautious about using this super art in other situations because Akuma is quite Vuk 
nerable to a counter attack if itis blacked, 


‘An interesting note about this super art: if Akuma taunts once, it does 100% damage to another crouching Akume 
‘or a Twelve that is transforming back from an X.C.O.PY. 


Recommended Super Art: Messatsu-Gouhadou 

Akuma does not have access to EX moves, and all his super arts have two stocks with access to 
both super arts MAX abilities. Therefore, the only thing to consider is super art usage. In that 
regard, Messutsu-Gouhadou is the dear winner. Akuma mounts an offense from multiple dis- 
tances, so it is best to have a super art that accommodates this style. 


COMBOS YOU NEED TO KNOW 

6 HITS 

TOTAL DAMAGE: 37 

++ LK, + +LP-> forward Tatsumaki Zonkuukyaku, Juggle with a strong Gou Shoryuuken, 

One of the few verifiable ways to land damage without a super art. Unfortunately, the combo has many range 


limitations and doesn't work versus most crouching opponents, The juggle after the Tatsumaki Zonkuukyaku 
is also inconsistant mid-screen, Use with caution. 

SHITS 

TOTAL DAMAGE: 53 

ticipate | HP Tatsumaki Zankuukyoku (LK), juggle with a semi late Gou Shoryuuken (HP) 
exam 


Sonal ‘Simple, high damage, non super art option. Good for punishment situations. Knocks down. 
(i 


6 HITS 
TOTAL DAMAGE: 50 


+ + MK from mex distance - TalsumakiZonkuukyoku (LK), juggle with late close LP-> Gow Shouryuken 
(HP) 


yon oppo- 
BP (x2), 


upon 


he 
Tt pos Sila he cov comb, hs om futher avy. 
WK > % 5 wins 

smo 


TOTAL DAMAGE: 4) 
HP > Tatsumaki Zankuvkyoku (LK), juggle with a late close LP -> Tatsumaki Zankuukyaku (HK) 


nex! fo 


Less damaging non-super art combo than the above. Good for punishment situations ond pushing opponents 
into the corner, Knocks down, 


4 HITS 

TOTAL DAMAGE: 37 

Hyakki Shuw > Hyakki Goujin, land and immediately ink a Gou Shouryuken (HP) 
Ensy damage off of a connected dive kick, Verifiable, Knocks down. 

HITS 

TOTAL DAMAGE: 59 


Hyakki Shuu -> Hyakki Goujn, land, link a close MK > Totsumaki Zankuukyaku (NK), juggle with a Gow 
Shouryuken (MP) 


Heavy damage off of « successful dive kick hit. Knocks down, 
13 HITS 
TOTAL DAMAGE: 51 


++LK, + + LK > Messatsu-Gourasen 


Verifiable way to land Messatsu-Gourasen. Whiffs vs, crouching characters however. Use carefully. Knocks 
down. 


7 HITS 

TOTAL DAMAGE: 64 

(lose MK linked into Messosu-Gouhadou 

Vertable way to ond super of of «mid-level hit. Knocks down. 
9 HITS 

TOTAL DAMAGE: 57 

+ 41K, + + LK Messosu-Goushouryy 


Verifiable way to land a super art, Flexible. Stil forly close and you have a slight frame advantage fo work ° 
with fo start another attack, Knocks down, 


SHITS 

TOTAL DAMAGE: 64 

Close MP linked into Messosu-Goushouryu 

Verifiable way to land Messotsu-Goushouryu with o mid level hit, 
13 HITS 

TOTAL DAMAGE: 74 


Jump in HP, land, close HP > Tatsumaki Zankuukyoku (LK), Gou Shouryuken (HP) on the second hit > 
Messatsu-Gouhadou, juggle with an, early Gou Shouryuken (MP) 


High damage jump in using super meter, Good in situations where the damage is guaranteed, whether oppo- 
nents are dizzied or you parry « slow anti-ait, W's possible to super cancel the Gou Shouryuken (MP) into 
‘another Messalsv-Gouhadou, then juggle again with another Gou Shouryuken, However, the damage differ~ 
‘ence is minimal and usually not worth the super meter usage. 


16 HITS 
TOTAL DAMAGE: 88 
Jump in HK from a distance, land, HK > Shungokusatsu 


Not exactly useful, but the only way to combo a Shungokusatsu. Massive damage. Knock down, 


STRATEBY 


Akuma has multiple offensive abilities to keep pressure on defensive 
‘opponents, Akuma can control the air and keep an opponent grounded 
through the use of properly timed Zankuu Hadokens. Use them as a 
safe way to jump in on opponents, Jump towards the opponent, then 
execute a Zonkuu Hadoken near the end of Akuma's jump to land safe- 
ly, leaving opponents blocking the projectiles. Do not use a Zankuy 
Hodoken too early in Akumo’s jump arc ot else opponents can dash 
‘under him and land a combo. 


Once you get opponents in block stun from the Zankuu Hadokens, you 
goin the advantage, allowing you to walk up and attack first. Akuma’s 
commond overhead is a good move in this situation because itis fost 
tand most players’ instincts are to block low after a jump in, After the 
overhead, you're in a good position to MK over any poke they might 
fry, or jump straghit up and Zankuy Hadoken. Mix it up with kara 
throws, + +LK (x2), and close MMK to create super art opportunities, and 
keep opponents guessing. 


Hyakki Shuu is a good way to keep on the offensive pressure. If oppo- 
nionts block the kick variation, keep pressuring them when you land. It's, 
possible to cancel the ground moves into another Hyokki Shu to con- 
tinue the offensive assault. A trick you can use fo get in close to execute 
the kick variation a split second before you hit the ground. No move will 
come out and you will land right in front of them. It is very quick and 
gives you the opportunity to land a quick throw or Shungokusotsu. 
Although the Hyakki Shuu can be blocked low, itis sometimes difficult 
to distinguish it from normal jump, so take advantage of that fact and 
try + + LK x2 after this Hyokki Shuu trick, 


Zone opponents and keep them out of the air with Zankuu Hadokens 
cand on the ground with # + MK pokes. Punish any whiffed ground 
pokes with + + MK > Messatsu-Gouhadou. If Akuma is getting pres- 
sured, use an Ashura Senkuu. 


There are many onti-air options available if Akuma is being attacked. 
Gou Shouryuken (HP) > Messatsu-Gouhadow is the sofest, although it 
burns super meter, Close LP ->Tatsumaki Zonkuukyaku (HK) is « good 
maneuver to throw off air parry attempts. Akuma always has the option 
to dash under opponents when they jump. If they commit to an attack, 
++ + MK combo them. Another fairly safe anti-air is close HP, and can- 
cel info Ashura Senkuu if they parry to run away from danger. An ait 
Tatsumoki Zonkuukyaku is good for an oir to air situation. It's hard to 
punish if porried, and creates combo opportunities. For style points, hit 
with on anti-air Shungokusatsu when they jump in. 


When Akuma has a guaranteed combo opportunity, go for the biggest 
rnon-super, meter-burning combo available, Akuma does good damage 
off of normal juggle combos. It’s better fo save super meter for situa- 
tions where only a super art can be comboed, such as + + LK (x2) or a 
max range + + MK. 
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WAKEUP GAME 


With Messatsu-Gouhadou and Messatsu-Goushouryu, Akuma has both 
hhigh and low options to verify combo into a super art, which is impor- 
font to thwart parry attempts. Zugai Hasatsu is fast and useful if you're 
locking for stun damage. Messatsu-Gouhadou and Messatsu- 
Goushouryu can both be comboed off of « meoty UOM on wakeup. 
‘Akuma can also combo Tatsumaki Zankuukyaku (MK) after a meaty 
UOH to set up a juggle. Mix in kara throw setups to get people to react 
to. possible throw. 


‘Akuma, as well as the other shotos, have many quick foke out maneu: 
vers available to trick opponents on woke up. For example, whiff a LP 
over their head right before they get up, then immediately throw. This 
mokes it look like you're going for something other than a throw, which 
often gets opponents toto block, then et the throw. Next time on wake 
up, whiff the LP then go low into + + LK (x2) > super art. You can do 
the same sequence with whiffed + + LK into throw, then next time do 
a high move that is verifiable into a super art. Another good tactic is to 
option parry into a throw as they are getting up. Do this right in their 
face; mony players expect Akuma to throw from his maximum kara 
throw range. Surprise them with an in-your-face throw. Finally, to total- 
{y fake out opponents, dash back on wake up to bait a throw attempt 
or wake up move, then + + MK combo for big damage ond another 
knockdown to repeat the process. 


When Akuma is the one knocked down, he has the traditional woke up 
options, such as a psychic Gou Shouryuken, porrying, or blocking. I is 
also fairly safe to teleport to the other side of the screen. Beware of cer~ 
tain super arts that can hit Akuma during the Ashura Senkuu. A wake 
up Totsumaki Zonkuukyaku (MK / HK) beats most normal pokes on 
woke up. If they tick or do any hesitation move, a good counter is a 
quick + + LP. + +LK combination. If they block, they get pushed away 
toa safer distance. IF it hits, finish the combo with Messatsu-Gouhadou. 


ADVANCED SHUNGOKUSATSU 
APPLICATIONS 


Shungokusatsu is the only move in the gome that is super cancelable 
from any ground move. This permits many interesting setups. The first 
thing that should be noted is that Shungokusatsu can be comboed off of 
far HK. Normally grab super arts cannot be comboed into, but HK puts 
‘opponents ino turned around state in which it’s possible for the throw 
to hit. A ricky way to pull this off is to stay at almost a dash distance 
‘away and make it seem like you are going for dash in Shungokusatsu, 
If they were thinking about jumping away, HK hits while they are still 
‘on the ground, allowing you to combo into Shungokusatsu. 


The fact that you can cancel ANY move leads to more than just combo 
‘opportunities to land Shungokusatsu. A classic set up is to doa + + HK 
from very close range, anticipating it to be blocked. + + HKs from 
Shotos have terrible recovery and con almost always be punished, 
Knowing this, bait a counter, then cancel the recovery of + + HK into a 
Shungokusatsu, and pass right through the attempted poke. This works 
because it’s possible 10 cancel any move ot any point into 
Shungokusatsu. 


Another move that can take advantage of late canceling is Tena Kuyjin 
Kyoku, Cancel the lost recovery frames of the dive kick the moment 
‘Akuma hits the ground to dive kick on opponents without fear. If they 
parry the kick ond try to hit Akuma upon landing, cancel into 
Shungokusatsu and pass through their attack. 


‘Taking this ideo of canceling moves o bit further, Akuma can kara can- 
cel the very first frames of his Zugai Hasatsu (or + + HK) to increase 
the range of Shungokusatsu. With the additional range on the 
Shungokusatsu, Akuma has many more possiblities to land it since he 
doesn’t need to be ot point blank range. The command input for this is 
LP LP (» + MP) LK HP. 


* Shungokusatsu, 


You can also mix up the classic shoto tick throw setups into 
‘Shungokusatsu setups. For example: 


+ +LK, whiffed LP kara Shungokusatsu 
LK, kara Shungokusatsu 
MP kara Shungokusatsu 


Akuma also has many setups where he positions himself just outside of 
throw range, then performs a kara Shungokusatsu fo make up the extra 
space. If opponents throw out an attack, or blacked an attack, they will 
get hit. 


Here are o few examples to set this up: 
1. After blocked Tenma Kuujin Kyaku, dash back, kara Shungokusatsu 


2. Whiff © Tenma Kuyjin Kyoku in front of on opponent, koro 
Shungokusatsu 


3 Whiff Hyokki Goujin from full screen, land, kara Shungokusatsu. You 
must do the kick as late as possible soit doesn’t actually come out. Most 
players expect the kick and stay blocking while Akuma attacks with o 


‘Another simple yet effective setup is to dash from further than full dash 
distance, then kara Shungokusatsu to moke up the exira range. This is 
1 good setup to bait an attack and slip past it. Other long range setups 
include Hyakki Goujin and have the opponent block it, Once you land. 
dash ond use a Shungokusotsu. The trick to dash Shungokusatsu is to 
hide the two LP during the dash, then finish the input after the dash has 
completed. This setup works often because most players expect some 
sort of an attack after the jump in. 


SETUPS 


Ranges setups for UOH -> super ort 


Ss ctl) !tsipenmen an pa 


Agoinst small and medium sized characters: 
(+ +LK, + + MP), UOH > Messatsu-Gouhadou 


Against medium sized characters: 
(+ +LK, dash back), UOH > Messatsu-Gouhadou 


‘Against wide characters: 
(+ + LK (<3), UOH > Messatsu-Gouhadow 


Agoinst Hugot 
(close MP, + + MP), UOH -> Messotsu-Gouhadou 


Against Oro: 
No setup is required. UOH > Messatsu-Gouhadou 
Messatsu-Goushouryu works at close distance on crouching Oro. 


RESETS: 


Reset 1: After connecting a Tatsumaki Zankuukyaku (LK), close LP 
reset, then Messatsu-Gouhadou (both ground and air variations 

If they parry, Akuma recovers in time to continue attacking while 
‘re in the air. 


Reset 2: After connecting a Tatsumaki Zankuukyaku (LK), close LF 
reset, then immediately cancel into Kongouko-kuretsuzan, This © 
quaranteed hit situation because the first hit of Kongouko-kure 
unporriable, 


Reset 3: In an air-to-air situation, connect jump » + MK so that 
lands before the opponent. As soon as you hil the ground, use Mi 
Gouhadou. 


uw 


a 


PARRY SETUPS AND TACTICS 


ishing for damage, and + + LK (x 2) is blocked, on effective 
en is to ether walk up a step ond kara throw, walk up + + LK x 2 
or let the controller go back to neutral, tap +, then hit + + MK 
er. IF your opponent hits a button to try to stop what they think 
ou, and it's @ low attack (which it often is in that situation), you 
the attack, + + MK hits, then you con cancel + + MK into a super 
e special attack on reaction fo the parry. If they don’t press any- 
+ MK comes out to push them away. The key is not to cancel 
super art if you don’t visually see the parry happen, 


PAVORABLE MATCH UP: HUGO 


2 is big and slow. Keep him away with Zonkuu Hadokens ond pres- 
m. Is possible to throw Hugo with Hyakki Gosai from mid- 
ing the upward arc of his jump. I's hard for Hugo to react to 
and he tends to get thrown often. Even if Hugo gets close, simply 
‘away to safety. Hugo is too slow to keep up with Akuma’s abil- 
mn awa. 


OWFAVORABLE MATCH UP; MAKOTO 


J Sebcio noods to got in close to do damage, and Akuma is generally 

d at keeping people the right distance away. The reason this match 

not go Akuma’s way is because Makoto only needs to hit Akuma 

If Akuma messes up and allows Makoto to dash under an Zonkuu 

oken or successfully parry an attack, its all over, If Makoto grabs 

ema with her Karakusa, it's a guaranteed stun, which can lead fo an 
y 100% combo, 


Shona must keep Makoto away os best he can in order to win this 
sich. Whenever Makoto is close to Akuma, the only safe offensive 
maneuver is to throw. Sticking out any poke could lead to a parry into 
damage combo. 


za 
oh a 
ee 2 


NORMAL MOVES 


STANDING E STANDING CLOSE 7 
IMP sa good ant-cir move andi START UP lose MK is 0 good mid level [STARTUP (4 js 
can be comboed into EX Air Knee attack to use in combos. It can be . 
Smash. It is also a good poke to done meaty to make it easier to , a 
whiff across screen to build meter verify a cancel. I is possible to ied (GUARD (11/1 ’ 
‘ond hide charges in. Alex's HP cancel off of a hit confirmation PARRY 
int the fastest overhead, but it into Boomerang Roid from ths Wes 
gets the job done, Useful in - move, although it must be done P 
‘Alex’s wakeup game, although it quickly. - 
has a tendency fo trade with ae Start uP (a (fs by 
other wakeup moves. (cn ee ea) | 1 C0 +) a} a 
VE 7 

INK is 0 great ground poke with - " : 
extremely lng range, which ea euaROT W/L ; 
{goes over most low attacks and = will PARRY (_H 
sii hits crouching characters. Use 
this to hit other character's low 
pokes, HK hos aslow storup time (START UP START UP (G] START UP (cs) 
and terible recovery, but is WP yar a3 IE 0 C2 NES) Tia ES 
strong and has good priority. Use ] ‘ign! ] 
loon: GUARD H GUARD (1/1 8 (Guano 

PARRY (“11 PARRY (11 BE) [PARRY (1 


COSTUMES 


H+ WW +d 


aw + Hos 


[fo om) 


Good for hitting jumping opponents early in their jump. This move is Great for catching opponents early in their jump from mid range and 


also decent against ground opponents. further. Con also be used os a traditional anti-air. In the corner, it 
knocks down and sets up throws. Do not use this attack against an 
opponent on the ground. It whiffs versus most characters, 


START UP 


Command grab, Head butt from the front, Sleeper from the back, Very slow and easy to see coming. Too risky. If i hits air-to-air, it can 
which can be mashed for additional damage. After Sleeper Hold, Alex set up a jugale, but itis hard to time this attack and connect with it. 
can link Boomerang Raid. Vulnerable if it doesn’t hit. 


130 


SPECIAL MOVES 
Peet) Fst Gop] 


CROUCHING 


+ + MP is Alex's best low poke, 
wth good priority and decent 
snge. The only drawback is that 
can be paried high o low. 


START UP BB} {cs 


4247 2) 


GUARD (|_| 


+= HP is a 2 hit tackle move, 
Great when used os anti-cir IF it 
fits early for only one hit, juggle 
seth an Air Knee Smash. It can also 


fon (on (os) (0) 
(eal (enl(enlden 


be used to confuse ond cross up 
eunded opponents, Use it right IMP ond HP put opponents ina turned around sale Command grab Te stronger the punch button used, 
ext 1 them o hop to the other ‘hat is susceptible to throws. Jab and EX versions (EX the more damage done, but the slower the move 
Se on hit thom on wokeup adds one hit and knocks down) are good for combos comes out andthe greater recovery it has it ao 
cond pressure after a canceled MK. HP version comes bounces Alex further away from the opponent. If 
out slow, but works best in a guaranteed hit situation done from behind, Alex performs Back Drop. 
smaRTUP (11) to set up grabs and combos, 
aww au deosk Spiral DT.) + 4s 4K 
GUARD 
= PARRY (" 
fa 
JUMPING 


Jomping HP is Alex's best combo 
starer. Jumping LP is also solid 
splion; however, it does not stay 
owt for the entire length of his 
somp like LK 


STARTUP (4) 


PARRY (4) — Commond grab that hits standing opponents, but not EX version hits opponents on the ground. Normal 

crouching opponents. Button pressed determines how version has very limited use. Juggles after an anti-air 

far Alex jumps. Con be tricky sometimes and has lim- low HP that only hits once, Cancel MP. into EX Air 

ited uses. Knee Smash for a solid anti-air option. EX version is 
also a high priority woke up move, 


Air Stampede 


wumping LK stays out for the 
entire length of Alex's jump. Use 


#1 tick into Power Bombs. Ey} (s] 


Charge + ++ K 


Charge + > +K Slash Elbow 


‘START UP CB} fics} 
= —{E3| 


nimitiica 
eae) fen) fen) fen) fen) 


GUARD (“Ht | 


| [PARRY (“1 


GO (ON (aD 
ea) fen (es) 


Button used affects the distance traveled, Jab version Overhead attack that Knocks down, EX version has 
4s viruolly unpunishable. Use it offen to pressure ond homing property. Button used determines how far 
get in on opponents. EX version comes out extremely Alex jumps. Good for mid screen mix ups, it crosses 
fast, adds one hit and knocks down. Good for surprise up, and is decent as a wakeup move, 

attacks and hitting moves in their recovery. Can can- 

el into Boomerang Raid off of « hi. Be careful, some 

characters can punish a blocked EX Slash Elbow. 


THROWS 
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SUPER ARTS 
SUPER ART | 


360 motion +P 


‘Alex has a small window of invulnerability ot start up of Hyper Bomb 
and he can grab characters through any of their normal moves. The only 
‘way to connect with Hyper Bomb with 100% certainty is to grab an 
‘opponent during a move. Grabbing opponents from behind leads to an 
alternate version that inflics more dam- 
‘age. Ideal after porries or if you anticipate 
‘on opponent's attack. Hyper Bomb is too 
slow to grab characters in any other situa- 
ion. Opponnents on the ground can always 
jump away from Hyper Bomb after it is 
‘activated, os long as they didn’t commit to 
«a move beforehand. Hyper Bomb only has 
1} one stock of meter, so itis not recommend- 
ed for EX usage. 


Recommended Super Art: 
Boomerang Raid 


Boomerang Raid may not have the highest damage potential, 
but if ts Alex’s most consistent super art. Hyper Bomb and Stun 
Gun have too many flaws that make them unreliable. 
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SUPER ART II 


dus euseP 


é Boomerang Reid | 


SUPER ART III 


turtureP 


‘Stun Gun Head Butt! 


The damage is not that high, but Boomerang Raid gives Alex some much 
needed combo possibilities. Alex can easily verify Boomerang Raid from 
up dose from + + LP (x2), or after traveling across the screen with a 
Slash Elbow, then canceling if it hits, Alex can also cancel close MK into 
Boomerang Roid on reaction. The timing is 
tough, but it gives Alex a much needed mid 
attack to verify a super art. 


| The best feature of Boomerang Rid is its 
two stocks of super meter. Alex’s EX Slash 
Elbow is « big port of his offense, and hav- 
ing plenty of meter means it's available 
often, If you plan to use EX moves, 
Boomerang Raid is the super art of choice. 


++1K> ++ MK 


Strangely enough, Alex's only safe combo starting 
off «low attack, 


COMBOS YOU 


3 HITS 

TOTAL DAMAGE: 41 

Close MK > EX Flash Chop. 

Basic Alex combo. Does good 
damage ond i's sofe. Knocks 
down. 

THITS 

TOTAL DAMAGE: 56 

++ LP(x2) > Boomerang Raid 
Flexible, verifiable way to land 
Boomerang Raid. Knocks down, 
2HITS 

TOTAL DAMAGE: 49 

Flash Chop (HP) linked into 
Power Bomb (HP) 


High damage. Good for punish: 
ment ston. Knocks down, 

4 Hits 

TOTAL DAMAGE: 58 

Flash Chop (HP) linked! to lose 
NK = BX Flash Chop 


Another high damage variation 
off of fierce Flash Chop. 
Punishment situations only. 
Knocks down, 


If Alex connects with Stun Gun Head Butt, is a guaranteed stun, leav- 
ing enough time to do any combo behind it. The button used determines 
the distance Stun Gun travels. I is invulnerable on the way up, but high- 
ly vulnerable on the way down. In fact, every character can jab Alex out 
of Stun Gun Head Butt. It is unlikely that 
this super art will land against a grounded 
opponent. I can be used ino limited fosh- 
ion as anti-air, although it is not very good 
Hin that role either. With only one stock of 
| super mete, it limits the use of EX moves. 


‘An interesting note about this super art: 
under very specific drcumstonces, it can be 
used in combos agains! juggled mid air oppo- 
‘nents, but it’s not applicable in a real match. 


++KK>o4HK 
Does not combo, soit has little value. 


NEED TO KNOW 


THITS 
TOTAL DAMAGE: 66 

Flash Chop (HP) linked to MK 
Boomerang Raid 


Heavy damage, Good for punish 
‘ment situations when you have a 
super art available, Knocks 
down. 

2HITS 

TOTAL DAMAGE: 40 

Close MP > EX Air Knee Smash 
Great anti-air combo. Knocks 
down. 

3 HITS (CORNER ONLY) 
TOTAL DAMAGE: 54 


Anti-air Flying Cross Chop, land 
then juggle with close MP > EX 
Air Knee Smash 


‘Ahard to set up anti-air combo in 
«comer. Inflcts impressive dam- 
‘age if it lands. Knocks down, 

6 HITS 

TOTAL DAMAGE: 80 

Flash Chop (HP) > Hyper Bomb 
Only way to combo a Hyper 


Bomb. Massive damage. Knocks 
down, 


7 HITS 

TOTAL DAMAGE: 86 
Flash Chop (HP) > Stun Gus 
Hood But (LP), dzzes opponent 


follow up with Flash Chop (I 
link to Power Bomb (HP) 


Good way to combo Stun 
Head Butt in punishment situ 
tions. Knocks down. 


STRATES 


‘Mex hos the tools to do well from all ranges (grappler mind games from. 
dose range, decent pokes and rushing attacks to fight from a distance), 
though he fights best in close. He has a basic, and effective mix up 
with Power Bomb/HP/# + HK, 


‘Alex's Slash Elbow is the perfect move to rush in on opponents. The LP 
version is virtually unpunishable, so use it to pressure constantly. EX 
Shsh Elbow is great from longer ranges when you have trouble geting 
f dlse, and you can use i 1 punish whiffed attacks, Charge during a 
Slosh Elbow to have the option of an Air Stampede or another Slash. 
Elbow as a follow up, 


Alex has trouble getting close to characters with good low pokes. He also. 
fos the ability 10 make it hard for opponents to get close to him, Alex's MK 
‘g0es over most low pokes ond has great ronge, Use + + MP to keep peo- 
le away. Against players that poke constantly, wait forthe recovery of the 
move, then dash in for « kara throw. Alex’s dash is pretty quick, enhanc- 
‘ng his kora throw ability. After a knock down, start a mix up pattern. 


+ + HP is good as an all purpose anti-air. It hits twice, so you can mix 
up the timing of it to confuse parry attempts. If it hits for only the sec- 
ond hit, juggle with Air Knee Smash, Another solid ant-ar option is MP 
> EX Air Knee Smash, This is difficult to parry, and works well with an 
option parry beforehand, 


Against airborne opponents, jumping MK and HK are both good options 
five to their range, When Alex is jumping on an opponent, HP is great 
fo start combos off of, provided it connects. Otherwise, jump in with an 
carly LP or LK. These moves hit from high up, and act as a nice tick 
throw setup. You can mix it up by landing and doing close MK —> Flash 
Chop to mix it up and punish any attempt to tech or counter throw. 


WAKEUP GAME 


Many of Alex's knockdowns couse an opponent to bounce away. Always 
dash forward and stay on top of opponents afterward. A Power Bomb 
‘on wake up is 0 good tactic. It knocks down and allows Alex to contin- 
ve fo pressure on wake up. This also makes it seem like blocking is not 
safe; many players might choose to jump to escape Power Bomb 
cottempts. However, as Alex likes to say, “You can't escopel” Mix it up 
with close MK > EX Flash Chop to punish opponents for not blocking 
when they try to jump. Change it up from time to time with HP and + 
+ HK, and you have enough to keep opponents guessing at all tintes. 


Another viable option to do on wakeup, or after any successful jump in, 
is to jump straight up and use LP on the way down. Use it aso fick and 
Power Bomb when Alex lands. Against taller characters, jump straight 
up and do HP early enough so that, on the way down, they are out of 
hit/block stun and open for « Power Bomb. 


After « mid-screan knockdown or a successful Air Stampede, you can set 
up a tricky woke up situation. Stay as close as possible and hold +. As 
soon as the opponent gets up off the ground, use close MK and imme- 
diately cancel into a Air Stampede (HK), which crosses up. Opponents 
end up in block stun while this happens, so they can’t get out of the way 
and must block or parry. I Ar Stampede hits it knocks down, and you 
‘ore in position to charge again and repeat the trick. Mix this up by can- 
celing into an Air Stampede (MK) instead of HK. This version does not 
7055 up, SO opponents must actively choose which way to block. As long 
as you keep hitting them, they will keep getting knocked down. 
Continue dropping boots until they figure out how to block this trick. If 
they've figured it out and are going to block the next time, cancel the 
INK into o Spiral D.DT. 


When Alex gels knocked down, he has a good answer to opponent's 
‘woke up tactics: EX Air Stampede. It generally goes through and pun- 
{shes all ground pokes and is fairly fost. is not completely safe if 
blocked, but it is hard to react to it in time, so generally do not fear 
doing « wake up Air Stampede. 


ADVANCED TACTIC: 
CHARGE PARTITIONING 


Toke advontage of charge partitioning to invent new setups to land Alex's 
‘Smosh Elbow and Air Stompede in situations where it normally couldn't 
happen. The idea of Charge Partitioning is simple, just divide the charge 
time of a move into pieces. Charge fora litle bit, do something, then fin- 
ish the charge and execute the move. Here are some examples of how 
you con incorporate charge partitioning into Alex's game: 


Do.a Smash Elbow and begin charging. Dash backwards after it hits ond 
finish charging during the dash. When the dash finishes, immediately 
‘execute an EX Smash Elbow. Opponents often try to poke or dash after 
Alex os he doshes back. Surprise them with a quick EX Smash Elbow. 


Top down for a split second before jumping, then jump forward with a 
MAK to strike an opponent fairly high during the jump. During the jump, 
charge so that when you land, it's possible to immediately cross up with. 
‘on Air Stampede. This works because most opponents try to hit or throw 
‘Alex when he lands, This setup works great with Alex’s jump LP and LK, 
‘as well, 


From across the screen, start charging back and do two MP for timing 
purposes, then dash forward and use Smash Elbow with either LP or MP. 
Keep charging so you can dash back and use an EX Smash Elbow. 


‘15 also possible to charge for an Air Stampede while walking back and 


forth. This is extremely useful against zoning characters, such as Ken, 
cand Chun-Li. These characters tend to walk back and forth just outside: 
of Alex's longest poke reach. Shadow them and make it seem like 
you're playing into their poke/counter poke game, If they tuke a step. 
forward, you take a step back. If they step back, you step forward, With. 
each step, tap down for just a second, If you time it right, after three 
tops you should have o full charge to surprise them with on Air 
Stampede. Cross up and score «knock down, which perfect way fo 
get close against defensive players. Most players never expect an Air 
‘Stompede in this situation because Alex is walking back and forth, 
Usually o charge character stays crouching before o charge move, 


One more setup that can catch people is a close MK, then start charging 
+. Do.a UOH and finish the charge. As soon as the UOH whiffs in front 
of the opponent, cross up with an Air Stampede. Upon seeing the UOH, 
most players react with a high block, which usually leads to a whiffed 
UOH. Most opponents reaction to the whiffis an attack, but by then Alex 
should be on his way in the ait, ready 10 drop his boots on their head. 


SETUPS 


Ranged set ups for UOH > super art 


‘Against small and medium sized characters: 
(+ + MP), UOH > Boomerang Raid 


Against medium sized characters: 
(+ + LP), UOH > Boomerang Raid 


Against Oro: 


No setup is required. UOH  SA2 works at close distance on 
crouching Oro. 


PARRY SET UPS AND TACTICS s 


Alex's MP EX Air Knee Smash is 0 great anti-cir that does good dom 
cage. To make it even better, option parry forward right before doing the 
P.(fa jumping opponent stcks out an attack, you will parry and count 
er. IF they did not attack, you continue on with the anti-air as originally 
planned. This covers Alex against moyes that HP won't heat. aS. 


‘ex's kara throw is» + HP throw. When executing « kara throw. 
«first top > a split second before pressing HP. This option parry covers 
‘Alex in case the opponent tries any mid level attacks. Alex will parry 
first, then continue on and throw. 


Alex can cross up Necro, Twelve, Hugo in any corer. 


FAVORABLE MATCH UP; SEAN 


‘Alex can control the tempo of the match against Sean. On the ground 
he can consistently out-range Sean and beat out his low pokes with MK, 
‘and he can rush in easly with Smash Elbow. Use jumping HP to jump in 
cat Sean with little fear. Alex’s jump is fairly fost and low to the ground, 
Sean generally doesn't have enough time to counter Alex with HK. His 
only anti-ir quick enough 10 beat Alex’s jump in is on EX Dragon 
Smosh. If Sean must burn mete for anti-crs, he loses any ability o do 
big damage to Alex on the ground. 


When Alex has Sean cornered on wake up, Sean isin similar predica- 
ment, needing to burn meter in order to get clear of Alex. Alex should 
be able to control Seon on the ground, Seon will have dificult jumping 
indue to Alex's option party info MP- EX Air Knee Smash. 


_ UNFAVORABLE MATCH UP; IBUKI fe 


Alex must play defensively aginst Ibu, ond hat doesn't uit his 

ct all buki is o momentum character, and once she gets going, i's hard. 
to stop her. Expect her attacks against Alex to come from all over: jump- 
ing, crossing up, and dashing through Alex. This makes i hard for Al 

to keep a charge, thukis LP hits Alex when he is crouching, so Alex he 

1 hord time finding an opening against Ibuki, Alex’s pokes aren’ 
enough fo interrupt her atfock patterns, From mid-range tbuki can keep 
‘ex pressured with Bonshouger because i its him while he's couch 


Even if Alex is fortunate enough fo score a knockdown, there isn’t mt 

he can do because of Ibuki’s EX Kazokii, which beats every thing 

can do to heron wakeup. Alex ao has the misfortune of ot being able 
to counter Ihuki’s Koubekudaki command overhead with anything other 
than a super. And, if Alex is using Boomerang Raid, he can only 

age to land to hits inthis situation, soitsnot even worth trying, Inthe 
vrs cose scenario whee Alex doesnt have enough mete for «super 
crt, Ibuki is free to pressure with this move all day. 


For Alex to win this match up, he may have to resort to parrying. When 
{buki is pressuring with repeated LPs, try to react to the first jab ond 
parry the second one. If she doesn’t jab, chances are she will go low with 
+ +HK. A down parry should still work in that situation. Alex is too slow 
to get out of the way of Ibuki’s jumping assault, so fry fo parry all her 
jump-ins ond counter, 
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Chun-Li 


NORMAL MOVES 
STANDING 


HP is Chun-Li main, all purpous 
poke with ridiculous range and 
damage. It's a fantastic whiff 
ppunisher and safe if blocked. 


Short 


HK is a good offensive poke that 
‘goes over a variety of low attacks. 
Whas good recovery and links into 
‘a Houyouku-Sen if it hits against o 
crouching opponent. 


STANDING CLOSE 


{mn close, HK hits hard and cancels 
ino a super jump, which is useful 
ino number of ways. If on oppo- 
nent porries the attack and tries to 
‘throw Chun-Li, she con safely can- 
el dose HK into a super jump to 
avoid the throw completely. Super 
jump cancelable normals also 
have the ability to cancel into 
‘super arts in a strange manner: by 
canceling into a super jump, then 
inputting « super ort commond 
before leaving the ground. This 
rust be done quickly in one big 
motion for it to work. Because 
Chun-Li can super jump cancel 
lose HK so late into its recovery, 
there is just enough time to verify 
the attack, then super jump cancel 
{nto a super art if it does hit, giv- 
ing Chun-Li another safe way to 
land 0 super art, 


Atwo-hit slap that’s cancelable off both hits. Whiffs against crouching ‘A cancelable palm thrust with almost unfair priority. Notorious for 


characters, and decent in punishment situations where the hit is quar- ae to beat a large assortment of pokes. During foot games, 


‘anteed and you want to land a super art behind it, use 


is move to beat anticipated poke attempts. Its also a good way 


to onda super art in punishment situation, 


The moving version of HK with essentially the some properties. Possible 


tolink a Houyouku-Sen afterward if it hits against crouching characters. 


Use Sankaku Tobi fo get Chun-Li out of corners, When an opponent is Hit or blocked, Yousou Kyaku allows Chun-Li fo recover completely. 
cornered, do.a Yousou Kyoku, then as Chun-Li recovers from the stomp after bouncing off of an opponent's head, meaning she can execute 
‘mid-oir, bounce off the wall. On the way down, Chun-Li con parry ony ‘another jump attack or parry on the way down. Somewhat limited, 
antici attempt, andthe opponent tries to meet her with alow attack, but has some use in aerial combos. 
hit HK on the way down, or do nothing and just block as Chun-Li lands, 


‘Lunging kick that moves Chun-Li forward. Useful during foot games 
‘sit rarely whiffs. When blocked, set up option select parries or minor 
‘guessing games, such as walk up kara throw or Hokkei after recov 
‘ering, Used sparingly, it makes a decent addition to her ground game. 


Slight frome advantage afterward, but i's possible to link a Houyouh 
Sen after it hits. Extremely slow, very easy to parry on reaction. 


Yousou Suitotsu Da sends opponents flying toward the ground if it 
9 ore airborne. Has one use inside an awkward ant-ir co 
Do an early nti-cir Yousou Kyakuy, juggle with a semi late Youse 
Suitotsu Da before landing, then just as Chun-Li touches down, 
‘with an immediate + + LP. Sets up a ground cross up opportunity. 


SPECIAL MOVES 


Tap K rapidly Hyakuretsu Kyoko | 


CROUCHING ow Jak 


One ofthe fastest normal movesin {START UP 

ihe gome, + + LP is good defen- (aa lad (a3 

sively for stopping throw attempts 

and other mix up patterns. =, | eum 
+ + IAK is the main opening for vee | [PARRY (W/, 


Janding 0 super art. It possesses 
passable range, ond recovers 
quickly (for o medium strength 
attack), making it difficult to 
punish. It serves as a good whiff 
punisher, although Chun-Li must 
be close to do so. It also cancels 
into special attacks and super arts 
afer it hits much later than most 
normal attacks; late enough that 
it's possible to verify the move 
before starting the super art 


Button strength determines how for the projectile Perform it meaty on wake up to inflict block damage 
travels and how fast it recovers, HP version has lim- if on opponent is pixels away from death. EX version 
ited uses in simple combos like Hakkei > Kikouken does more damage and knocks down. its possible to 
(HP), However, itis not safe versus fast super arts if link Houyouku-Sen after the LK version if the oppo- 
Ithits or mises. EX version recovers slowly but fray- nent is standing, but the damage the super art does 
ls at a slow speed with no range / damage deduc- is greatly diminished. 

tion, Use as a shield for Chun-Li to dash behind it to 

get in close on opponents, Sil, it remains « risky 

‘move to do in general, and isn’t important to Chun- 

is ground game, 


ou tee ek Hazon Shuv) Charge + + + K Spinning Bird Kick) 


++ HK has o wide hit box and 
con be used to beat « variety of 
normals from a distance. Decent 
anti-oir in limited situations, 


SPR Cl ee (Sl ae 


JUMPING 


sraRTUP_ (Ca )ffy} startup (C2 j/fay) startup (7 fy 
== Se =a 
im] 
GUARD (“11 Se] (GuaRD " GUARD/ Ht 
PARRY (i | Fearn fe [PARRY (“i 


STARTUP (A )ffay] STARTUP (0 


START UP 9 (Si 


See Aslow command overhead that can be canceled into Possesses some limited use in combos. + + HP > 


7 | |] behind normals. The EX version comes ou slower, but Spinning Bird Kick (MK) is Chunc-tis most damaging 
(GUARD (“1H GUARD (i SSS (GUARD (4 | knocks down and cannot be quick recovered. 15 sky non super or combo. However, this move whifs 
PARRY ("1 sd PARRY (A la Fy PARRY (1 due to being somewhat easy to parry on reaction. against crouching characters, making it completely 


unsafe, Save it for punishment situations. The EX ver- 
=] sion does more damuge, knocks down, and hits 


crouching oponents. 11 also functions as a woke up 
CoS because it hs some invinaiy on os ied use 
= in basic combos, although stil not safe if blocked Use ~ | 


with caution. 
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COSTUMES 
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THROWS 


dW + HDs 
dH + Unis 
1+ HDIs 
YW + DKS 
H+ Bois 
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SUPER ARTS 
SUPER ART | 
ueteeep to sou] 


Kikou-Shou is one of the fastest super arts in the game. With a single 
frame start up, itis one of the only super arts that can hit the recovery 
of Dudley’s Dart Shot, ond is the only super art that can hit Ken after a 
blocked MP > HP target combo. Kikou-Shou links after all her impor- 
font moves: Hakkei, HP. + + HP for HK, 
cand towards + MK. She can also hit confirm 
it off of late cancels from: + + MK, MP, and. 
super jump canceled close HK. Almost any 
hit from Chun-Li can lead to a super. Kikou- 
Shou is also a solid anti oir option. At 20 
hits itis unlikely thot every ht wil be par- 
ried, 


Although it combos so easily, Kikou-Shou 
does less damage the further away it hits. 
This is not good because most of Chun-Li's 
ume revolves cround keeping people ota distance with her high pi- 
rity pokes. Also, with only one meter of super stocked, Chun-Li will be 
struggling to do damage after she uses her super. 


Recommended Super Art: Houyouku-Sen 

Houyouku-Sen is so good that there is really no reason to consider her other super arts. Her abil- 
ity to control the fight on the ground Is unmatched by her other two super arts. While Chun-Li 
lacks a solid anti-air with Houyouku-Sen, the way it dominates it on the ground more than justi- 
fies selecting it. With two levels of super meter, one + + MK hit can potentially lead to a double 


super combination, almost ensuring victory that round. 


SUPER ART II 
sete eek HovyosluSen] 


Houyouku-Sen paired with + + MK is the sole reason why Chun-Li is a 
dominant force in Street Fighter Ill: 3rd Sirike. Houyouku-Sen is fast, 
powerful, has two stocks of super meter, and combos nearly as easily as 
Kikou-Shov. Its possible to verify Houyouku-Sen from late cancels of + 
+ MK, MP ond Hokkei, as well as super 
jump canceling it from close HK. It links 
easily from HK and Tenshin Shuukyakku. 
Almost any hit can lead to a super art, and 
even af maximum poke range, Houyouku: 
Sen hits for full damage. Most opponents. 
‘re reluctant to attack Chun-Li from close 
range. Use this to your advantage to inflict 
damage off of kara throws, 


Houyouku-Sen is invincible versus certain 
‘moves at start up and travels a significant- 
{y long distance on its first hit. Use it to poss through projectiles and hit 
‘opponents while they are stuck in recovery. It allows Chun-Li to punish 
whiffs from half a screen away, and punish many moves when blocked. 


The last hit of Houyouku-Sen is super jump cancelable, allowing Chun- 
Lito jump inthe ir ond juggle for two additonal hits, then use these 
hits to gain position over o grounded opponent, or reset them and go 
for an ambiguous ground cross up situation mid screen, 


COMBOS YOU NEED TO KNOW 


6 HITS 
TOTAL DAMAGE: 42 
++ HP EX Spinning Bird Kick 


Good for punishment situations. 
Knocks down. 


20 HITS 
TOTAL DAMAGE: 67 


+4 MK > Houyouku-Sen, 
super jump cancel the lost hit and 
juggle with HP > HP 


Does « ridiculous amount of dam- 
age ond leads to the high/low set 
up of your choice after the air 
chain in the corner. 


20 HITS 
TOTAL DAMAGE: 66 


lose HK, super jump cancel > 
Houyouku-Sen, super jump can- 
cel the last hit and juggle with HP 
HP 


Does a ridiculous amount of 
damage ond leads to the 
high/low set up of your choice 
after the air chain in the corner. 


TARGET COMBOS 


 /# HP > HP 
Passoble in otto situations and for juggles after 


Houyouku-Sen. Use it to build super meter by 
jumping backward and whiffing the HPs. 


SUPER ART III 
eetseeK Tene enka) 


Tensei-Ranka gives Chun-Li a good ani-ir move. I has three stocks of 

super meter, so it can be used offen. However, anti-air is essentially its 

only use, There's no potential for high damage combos on the ground 

with Tensei-Ronka. Chun-Li's EX special attacks are lacking, so there is 
litle reason to select this super art and its 
three stocks of super meter, 


20 HITS SHITS 

TOTAL DAMAGE: 72 TOTAL DAMAGE: 24 
CROUCHING OPPONENTS Anti-air Yousou Kyaku, ju 
ONLY with a semislate Yousou Suit 


Do before landing; immedi 
‘upon touching the ground, j 
with + + LP. 


HK linked into Houyouku-Sen, 
‘super jump cancel the last hit and 
juggle with HP > HP 


Setting up an opponent fo get 
by this combo is tricky. After 
++ LP juggle, dash to the 
side of the opponent just 
the flip recovery for a c 

side switch trick, I's possible: 
diate which side Chun-Li 
on by dashing forward at 
ent times: earlier to get bebie 
cond later to stay on front, 


Verifiable. HK goes over an 
assortment of low attacks, mak- 
ing this a good way to land a 
super ort if it hits. Does massive 
damage ond leads to the 
high/low set up of your choice 
after the air chain in the corner. 


21 HITS 
TOTAL DAMAGE: 58 


Close HK, super jump cancel 
Kikou Shou 


Verfiable and inflicts decent dam: 
cage. Knocks down, 

21 HITS 

TOTAL DAMAGE: 57 

+ + MK Kikou-Shou 


STRATEGY 


Gun-Lis strategy is to control the ground, With Houyouku-Sen, she is 
Se dominant zoning fighter. She outranges and outpokes almost every 
wher character, Anytime she has a single stock of super meter, she 
ecomes a scary opponent. Any hit can combo into a super art, leading 
‘son opponent’ life bor being halved, Concentrate on landing + + MK. 
4 + MK > Houyouku-Sen is the only combo Chun-Li needs. Everything 
sé is style points (which oren’t tollied by the game). HK goes over all 
‘ow pokes and links into super arts, Close HK provides an up-close mid 
stiock that verifies into @ super art, Hokkei and MP beat out almost 
every other ground move, and cancel into super art on reaction. All of 
these moves’ ability to combo into Houyouku-Sen make Chun-Li's 
ground game nearly unbeatable, 

4 + MK is especially important; i’s fast, has o great reach, and is prac- 
Sally unpunishable. It’s possible to cancel + + MK into Houyouku-Sen 
af ony point in the move, even into the very last recovery frames.This 
texury of time ond ability to verify deeply into the move makes Chun- 
Uoobsolutely deadly. Keep opponents at bay by zoning with + + MK. IF 
snyone gels close, they are instnatly at risk of + + MK — super art 
Position Chun-Li just outside of her opponent's longest low poke range. 
Do whatever it tokes to boit an attack, then quickly + + MK > super 
et the recovering limb. This strategy is so frustrating to play against, it 
‘fen causes other players to go on the defensive, or resort to unsafe 
‘octics to beat Chun-Li, Against slower characters, stay well out of range 
sd buffer super art motions while using Hokkei or + + HP. 

an opponent starts playing defensively, start kara throwing repentedly.. 
‘SGun-Li’s kora throw range is outside the reach of most fast pokes. AY her 
oximum kara throw range, she is safe from most forms of verifiable 
‘eunter attack. Opponents are forced to guess whether a throw is coming. 
‘ order to tech a throw, opponents must either stand up and throw, or 
‘lion select ond commit to + + LP Performing either of these in antii- 
pation ofc throw leaves them open to + + MK, and Houyouku-Sen, 
When Chun-Liis less of a threat when she doesn’t have any super meter 
socked. She has no high damaging combs or means o punish wif in 
sebig way. Play « similar game plan by staying out of range, zoning with 
4+ NK and Hoke, and punishing whiff from long range with HP until 
Dz builds up a super meter stock. Another option is to keep away and. 
suid meter before attacking, Whiffing Hakkei builds meter quickly, and 
‘ops dashes and rush down pokes at the some time. If an opponent gets. 
‘dose, use jump HP > HP. Jumping back and forth and using this chain 
0 good way to control space if Chun-Li's super meter is empty. 
Socking into corners can be turned to your advantage when trying to 
‘ay keep away. Super jump toward the wall and use Sankaku Tobi to 
‘= lear of pursuing opponents, or use Yousou Kyaku if the opportuni- 
Jy presents itself. If the Yousou Kyaku is blocked, Chun-Li bounces off 
‘ed continues in her original direction, Once Yousou Kyaku connects (by 
Wocking, hitting, of being parried), Chun-Li's jump state is reset, allows 
‘ea another move, attempt to hit, or air parry ony counter attack. With 
‘# cast one full meter available, there is no need to run away anymore. 
‘Sey on the ground and start up with + + MKs. As soon as one connects, 
‘excel into Houyouku-Sen. Then concentrate on building up meter again. 
‘Gun-Lilacks a solid, all-purpose anti-cir move, but she has ways to deal 
eth incoming attackers. Chun-Li walks quickly, allowing her to walk 
seder most cross up attempts. Use + + MK or close HK fo punish them 


upon landing. If you feel confident that they will not attack in the air, 
hit them out of the air with stand jab. As they flip over and land, dash 
under them for a sneaky cross up. IF you possess quick reflexes, jump 
‘and meet opponents in the air with either HP > HP. or air throw. 
Another great air option for players with quick reflexes is to super jump 
toward opponents and use Yousou Kyaku. IF it hits, juggle with Yousou 
Suitotsu Da, land, and juggle with + + LP for a reset. From there, dash 
Under fora ground cross up. 


WAKEUP GAME 


Chun-Liis deadly staying at her maximum kara throw range or moving 
lose to a woking opponent, From close up, throwing is always an 
option. Most players expect Chun-Li to throw from for away, so an in- 
your-face throw is always a surprise. A tick throw with + + LK is a good 
option, + + LK has frame advantage, so Chun-Li is able to attack again 
before they can hit her. The two best options off of a + + LK tick are + 
+ MK, and close HK, + + MK can't be parried high. If it hits, cancel into 
Houyouku-Sen, Close HK can’t be parried low. Super jump cancel on 
reaction and cancel into Houyouku-Sen. If either option is blocked, 
Chun-Li is still no good, close range fo walk up and kara throw, or get 
into position for 0 UOH > super art, At this distance, opponents may 
‘ny to afack, Thisis «good time fo go fora HK over their poke, Ifit hits, 
link into super art 

When getting off the ground, Chun-Li has a great wakeup move, EX 
Spinning Bird Kick goes through all low attacks, and can be used from 
up close, or from a short distance away. It also has the property of suck- 
ing in opponents. Don't rely on it solely; certain high attacks beat it and 
it’s vulnerable if blocked. + + LP is great in wake up situations. Its the 
fastest normal move and cleanly defeats any move or throw attempt. If 
partied, immediately cancel into EX Spinning Bird Kick. Close HK is 
‘another good move in close situations, It comes out reasonably fast and. 
has high priority. Use it to beat throws and low parry attempts (of the 
nticipated + + LP). IF it hits, super jump cancel, then cancel into 
Houyouku-Sen. If the opponent parries, super jump cancel into the air 
to escape any throw attempt, 


SETUPS 


Double Houyouku-Sen Ticks: Th last hit of Houyouku-Sen is super 
jump cancelable. There are many ways to set up opponents for an. 
ambiguous cross up, or high/low situation that's difficult fo react to 
properly. This is the perfect position to lund a second Houyouku-Sen. 
Londing one Houyouku-Sen can generally lead to a second super ar 
about half of the time. 

Setup 1: (Against everyone in the corner). After the super jump cancel, 
HP HP early in the jump so only the First HP hits, leading opponent 
{o flip back and recover, While the screen stays concentrated on the 
recovering character, Chun-Li lands offscreen, Immediately UOH upon 
onvding, It should be a perfectly timed meaty UOH that links another 
Houyouku-Sen. It is hard to react to becouse Chun-U is off-screen while 
starting the UOH. 

Setup 2: (Against most characters mid screen). After the super jump can- 
cel, jump LK to cause the opponent to flip back and recover. Chun-Li 
ands off screen. Walk forward while the opponent falls back to the 
ground. Wolk under the moment the opponent lands, setting up a 
‘ground cross up situation, Hesitating just « little bit allows you to uncross 
up. This is a difficult situation for opponents because they can't see 
where Chun-Li is until they land. HK as they land to provide enough time 
to verify super jump cancel, then cancel into another Houyouku-Sen, To 
make this even trickier, use + + MK. Chun-L’s crouching animation is 
low to the ground. The falling player won't be able to see which side 
Chuii-Li is on until they are hit, 

Setup 3: (Against most characters mid screen). After the super jump can- 
cel, jump MP to cause the opponent to flip back and recover. 
Immediately UOH when Chun-Li lands. It should be perfectly meaty to 
link into another Houyouku-Sen, 

Setup 4: (Against small characters mid screen). After the super jump can- 
«el, Yousou Suitotsu Du to knock opponents down on the ground. Quickly 
dash up and UOH over ther bodies os they are getting up fora ground 
ross up opportunity. Close HK immediately, super jump cancel, then can- 
cel into super ort if that hits. To increase confusion, change up the timing, 
of the dash or UOH or how much you walk forward or backwards, 


Setup 5: (Against Chun-Li mid screen). After the super jump” a 
Yousou Kyaku, jump LK, land and dash under the folling Chun-Ui 
HK-soger jump cance, then concel into Houyouky Senvon ali 


Setup 6: (Against Chun-Li in the corner). After the super jump cancel, 
Yousou Kyaku, jump LK, land, ond immediately UOH. Link Houyouku- 
Sen or a low poke. 


RANGES SETUPS FOR UOH > SUPER ART 


‘Against small, medium, and wide characters: 
(441K, + + HK), UOH > Houyouku-Sen 


Against medium sized characters: 
(441K, dose HK), UOH = Houyouku-Sen 
(4+ LK, dose HK, + + MK), UOH > Houyouku-Sen 


Against Oro: 
No setup is required, UOH > works at close distance on crouching Oro. 


RESETS 


Reset 1: In on oir-to-cir situation, hit the other airborne opponent with 


Yousou Kyaku, then immediately Yousou Suitotsu Da to juggle. Land 
cand juggle with + + LP to reset. Dash under to cross up just as the oppo- 
nent lands, 


PARRY SET UPS AND TACTICS 


Chun-Li doesn’t have a perfect anti-air move, so mixing in option select 
parries helps deal with jump-ins. As jumping opponents get near, tap, 
‘then LP a split second later. Timed properly, and the opponent attacked, 
Chun-Li parsed, then hit wth LP. LP recovers quickly, so Chun-Ui is not 
in very much danger. 


GROUND CROSS UPS 


Chun-Li can cross up Twelve, Alex, Dudley, Necro, Hugo, and Urien in 
any corner, 


FAVORABLE MATCH UP: KEN 


Chun-Li is the only character that can shut down Ken, Chun-Li's pokes 
‘are quicker and deadlier than Ken's. A patient Chun-Li can counter 
cattock any of Ken's whiffed low forwards with + + MK -> Houyouku- 
Sen, Stay just outside of Ken's maximum range, Chun-Li must keep Ken. 
‘away. If Ken can't get close, Chun-Li has little to fear. If Ken tries to 
jump in, walk under him ond + + MK or HK. Always maintoin distance 
until you score a knockdown. 


If Ken comers you, learn his poke ranges like they were your own, 
There is a certain distance where Ken's low forward no longer hits Chun- 
{i, but roundhouse wil. At that distance, itis reasonably safe for Chun- 
Lito stond up for a spit second fo catch the HK if he uses i. I Chidn-li 
blocks Ken's HK high, punish him with a super art during his recovery. 
Chun-Li must block it high, because she recovers from block stunquick- 
er when standing. A low block recovers from stun one frame too late. 


UNFAVORABLE MATCH UP: YUN 


There isnt much Chun-Li can do to ward off an aggressive Yun player. 
Chun-Li must be patient and dea! with the attacks as they come. Chun: 
Lis dominance comes from her ability to control the ground. IF Yun is 
constantly jumping and Dive Kicking, he’s not open to + + MK > 
Houyouku-Sen. f Yun starts running away ond building meter for Genel 
Jin, try fo back Yun into a corner before he can activate it. 


‘A good strategy is to try to always stay on the same plane as Yun. If he 
jumps, so should you. Don't let him get higher, where Chun-Li can’t fight 
him off Vertical roundhouse is good to keep Yun away. Ifyou are on 
the ground and he Dive Kicks, option parry a with-close HK to cover-a 
short whiffed Dive Kick attempt: Ifyou score a knock down, then you're 
reudy to take control. Yun really has no way fo get Chun-Li away from 
him in o wake up situation. Use this to your advantage to throw him 
repeatedly, then fake him out and try to land + + MK > super art. One 
knockdown could be oll Chun-Li needs to win, Getting that one knock 
down is the hard part. 
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NORMAL MOVES 


STANDING 


HP is a decent poke at close 
range, sil inflicting good. dom: 
‘ge with moderate range. MK iso 
great mid level attack. 
Completely safe if blocked, and it 
borely pushes Duley away so he 
is still standing right next to 
‘opponents, ready to attack 
again, Links info. Rocket Upper 
‘and Corkscrew Blow easily. 


HK possesses a fairly large frame 
advantage after it and con be used 
to verity ond lnk Rolling Thunder. 
{Ws possible to whiff this move just 
‘outside of poke range in the midst 
of inputing on EX Machine. Gun 
Blow. If opponents attack, HK hits 
‘and cancels into the EX Machine 
Gun Blow, scoring damage and a 
knock down, 


COSTUMES 


aw + LDS 
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aH + H015 
w+ Hs 


Very fast and a decent amount of frame advantage after it. Liver 


Blow can be linked into a Rocket Une or Corkscrew Blow. It also 


keeps Dudley close when blocked, all 


lowing him to set up guessing 


games afterward. Cncloble and os some ws in ugl combos. 


Gut punch that moves Dudley forward. Okay poke at close range. 


Very fast overhead. Can be chained into MK for extra damage. Also links 
into a Rocket Upper or Corkscrew Blow against crouching opponents, 


CROUCHING 


Doubling up + + LK is 0 great 
pening for all of Dudley's 
supers. Fast, hits low, and it’s 
flexible. + + HK is a two-handed 
sweep with mediocre range. I's 0 
juggle setup, ond con lead to o 
‘ton of damage. This move is com- 
pletely sof if blocked, Great for 
resel potterns, 


dH +W+ a1 


‘A moving version of Dudley's HP. Super art cancelable and a good 
poke with terrific range, Hard to avoid during foot games and safe 
from the right ranges. 
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JUMPING 


Dudley can hit with HK extremely early in his jumping arc and still have enough time to link a super art when he lands due to its enormous hit stun. Excellent jump-in. 


e+1P Jumping Jab + MP _ Jumping Stronc ro lk Jumping Short ++ MK__Jumping Forward 4 + HiJumping Roundhouse 
STARTUP (4_)ffq] (START UP | fstartup (3 jy] fstartur (4 jf] startup (an) 
aac je) os} Goose} GOB} Gee 
«rs ©) (euarD (1 GUARD (i 5) (GUARDS yy (GUARD 
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SPECIAL MOVES 


tute ete 


Machine Gun Blow! 


eau ete 


om uteo tk 


Gross Counter) 


Short Swing Blow 


‘Goss Counter is just that, a counter attack. If Dudley 
s hit during this move, he counters with a rushing 
ounch. The damage of the counter attack depends on 
the damage of the attack used against him, meaning 
‘he more damage it was set to do, the more damage 
they take. Note that Dudley still takes damage from 
‘be attack, so it’s possible for Dudley to do the counter, 
‘hen got knocked out afterward. The move is limited, 
‘stick to using defensively in desperate situations 
where you're having trouble beating on opponent's 
‘ffense. The EX version hits more times and does more 
damage, 


ee turek Ducking 


Rapid fire punch combo with great range, Passable 
for punishing whiffed attacks, it con also be used in 
combination with HK to beat ond punish some normal 
‘attacks on start up. It’s @ huge threat during foot 
‘games against some characters as Dudley can punish 
‘some normal attacks on startup, especially with an EX 
Machine Gun Blow. The EX version is a juggle setup, 
‘and can be used in combos to score big damage. 


During Ducking, P. Ducking Strat | 


Giood aso reversal or in some combos, posit ins 
impressive stun damage. The EX version is faster ond 
oes more damage. 


Fantastic for avoiding and punishing throw attempts in 
woke up situations. tis clone just as on opponent tres 
to throw, the throw whiffs, which should be ia 
with the gut punch. The punch ot the end can be super 
canceled for extra damage. The EX version ofthis move. 
does 3h combo atthe end, wich knaesdomn, | 


During Ducking K __Ducking Upper | 


Lae® | 


ems) dem) fen) es) 


Hey good for keeping close after failed attacks. 
fence! into Ducking from HK to set up 
Sah/low/throw mix up games. Use the LK version to 
serish whiffed normals during foot games, ending 
9 Corkscrew Blow. Ducking can be wsed to poss 
h most projectiles. 


Whiffs against most crouching characters, but use it 
‘against large characters to their punish whiffed attacks, 


‘Moinly used to keep opponents from attacking or 
throwing Dudley out of Ducking during its recovery. 
Ducking Upper as some use in juggle combos, ike 
affer a mid screen + + HK. Use the MK version fo 
punish whiffed attacks during foot games. 


SUPER ARTS 
SUPER ART I 


Rocket Uppercut works well os anti-air ond does reasonable damage in 
combos. This super art can be verified and comboed into from some of 
Dudley's most effective attacks in wake up situations, like + + LK (x 2), 
liver Blow, and Dudley’s amazing overhead, Dart Shot. Rocket Uppercut 
has 2 super meters to work with which is 
rather importont to Dudley as EX Machine 
Blow can lead to impressive damage and a 
knock down during foot games. Although 
this super art by itself is only good at close 
ranges, having bor for EX Machine Gun 
4) Blows makes Dudley a threat of o greater 
distance. 


Recommended Super Art: 

Rocket Upper or Corkscrew Blow 

Both supers provide enough stock for EX moves, keeping EX 
‘Machine Gun Blow aveilable to help Dudley’s poke game. Both 
supers also combo off of Dudley’s most important attacks. 
Although Corkscrew Blow has a few more uses, Rocket 
Uppercut does more damage consistently than Corkscrew Blow, 


COMBOS YOU NEED TO KNOW 


3HITS 12 HITS 
TOTAL DAMAGE: 39 TOTAL DAMAGE: 68 
HK Jet Upper (HP) CROUCHING OPPONENTS 
es ONLY 
TOTAL DAMAGE: 36 pune linked into. a Rocket 
++ HK, juggle with on immedi. 
ate Ducking Upper (MK) THIS 
unt TOTAL DAMAGE: 71 
+ + HK, wolk up and juggle with 
TOTAL DAMAGE: 48 © [ote Liver Blow > Jet Upper 
++ HK walk up abit ondjug- (HP) > Cork Screw Blow 
gle with a late Liver Blow Jet 
Upper (HP) 9 HITS 
TOTAL DAMAGE: 67 
eae Rites be te 
TOTAL DAMAGE: 59 $ 
HK > EX Machine Gun Blow, 10 HITS 
walk up a step and juggle with a TOTAL DAMAGE: 65 
late iver Blow Je Upper (HP) g AK 4 LK = Rolling 
13 HITS Thunder 
TOTAL DAMAGE: 59 22 HITS 
+4+LK, + 41K > Rocket Upper TOTAL DAMAGE: 71 
deni wah op oa anda wing 
TOTAL DAMAGE: 45 late Liver Blow Jet Upper (HP) 
+ + LK, # + LK > Corkscrew — > Rocket Upper 
Blow 
6 HITS 
6 HITS TOTAL DAMAGE: 57 
TOTAL DAMAGE: 56 WORKS ONLY AGAINST 
CROUCHING OPPONENTS —CHUN-LI, 0, ORO, ALEX, 
ONLY IBUKI, MAKOTO, ELENA, 
Dart Shot linked to Corkscrew — NECRO 
Blow + + HK, juggle with another + + 
HK just before they hit the 
ground, repeat 3 more times, 
then jump forward and juggle 
is with o jumping HP 


SUPER ART II 
Ex= E52 Play Propidy Rong Thnder] 


Dueley’s most damaging super at. It has great range and can be com 
boed into from + + LK (x 2), or verified ond linked after o maximum. 
range HK. However, the damage is not as good as it could be for a super 
art with a meter ths size. Dudely gets o single super meter stock, mean 
ing no EX moves. Rolling Thunder does not 
combo off of Dudley’s Dart Shot, which is a 
huge disadvantage considering how good 
Dudley’s wake up game is when he can link 
off of that move. 


TARGET COMBOS 


ipP> MP > MK 
The first and last hits miss crouching characters. The 
lost hit is super cancelable but the damage is hardly 
worth the effort, 


~ +1P > MP 
The second hit is cancelable, however it whiffs versus 
most crouching characters, There isn’t much Dudley 
con cancel into, except a super art, that will hit from 
that range, 


++1K> MK 
Quick chain starting off of a low attack. Doesn't do 

but its safe and keeps Dudley close 
Ine of Dudley's few safe low options. 


MK > HK > HP 
Starts off of a mid level attack, hits crouching char- 
acters, and does posable damage. 


SUPER ART III 


Dudley's least domaging, but most flexible super art. The super meter 
is small, but you get three stocks which great for EX usage. This super 
‘ort comes out quickly and has plenty of priority. Use it to punish o vari- 
ty of blocked normals that are usually sofe from close ranges, 
Corkscrew Blow also combos behind 
Dudley's most important close range 
attacks, like + + LK (x2), Liver Blow, ond 
Dart Shot. Corkscrew Blow can also be used 
in combination with Ducking, which goes 
‘through projectiles, to punish an opponent's 
projectile recovery. Punish whiffed normals 
with Ducking (LK) > Corkscrew Blow, 
although you must be fast, 


~~ +MK > MK > HP 
Dudley's most damaging chain. Starts off of a mid 
level attack and does good damage. Fairly safe as 


Peet i Beka 


MP > MK > HP 
Hos bad range and misses crouching characters. Not 
Dudley's best option, 


» +HK > MK 
Decent oa a wath ing i yo dn be 
super art to link off of it. 


LK > MK > MP > HP 

Dudley’s second most Aarasig chain, Whiffs versus 
crouching opponents. Would be o better choice for 
punishment situations i HK” JétUpper (HP) didn’t 
do significantly more’ damage, ston damage, and 
knocked down. 
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STRATEGY 


i, 


Sedley is a great choracter if you like to attack. His jump gives him 
‘geo! ability to attack effectively. Dudley keeps close to the ground, so. 
‘sacks ore available early in his jump when compared to other charac- 
‘ess. Add to this the fact that he has two incredible jumping attacks with 
‘peat hit stun: jumping HP ond HK, Duilley can hit with jumping HK from 
#2 apex of his jump, then stil have time to land and link super art, 
hich makes jumping in easy, Opponents must react quickly to Dudley's 
wmp, and since he can use HK at any point in his jump and still connect 
super art when he lands, itis difficult to parry this jumpin, 


Once Dudley jumps in, he is usually positioned right next to the oppos- 
1g fighter. From there he has a variety of mix up options that stem 
from Dart Shot mind games. The block stun from his jumping attacks is 
cong, soit is just like he is in a wakeup situation, However, if « jumping 
attack lands, go ahead and tack on a combo for big damage. If a jump: 
jag HK hits, immediately Rocket Upper upon landing. Ifjumping HP con: 
ects, juggle with a big EX Machine Gun Blow combo. 


After a blocked jump in, the best move to go for is Dart Shot. It comes 
‘out quickly, and generally hits in this situation because most players 
habitually bock low after a jump in, However, Dudleys fast overhead 
breaks all the rules, Blocking low is never safe against Dudley. You are 
forced to guess when caught in this situation, If Dudley gets close and 
he has meter, a super art is quaranteed half of the time iF he keeps mix- 
ing it up between high (Dart Shot) and low (+ + LK (x2)). This is why 
Dudley must attack and get in close, He borely has wronged game. He 
i all about getting in an opponent's face and dealing damage. 


Dudley has many other options that score some damage and create 
openings when he i lose after a jump-n, Immediately jumping straight 
up upon landing works very well. Hit foes with jumping HK early on the 
woy up, then land ond do either the high/low mix-up, or throw. 
Alternately, jump in with HP, but hesitate before throwing an opponent 
afer landing. For the next time, jump in with HP then immediately 
Swing Blow (LK) after landing. Ifthe opponent ties to anticipate a 
throw and whiffs, cancel into a super art on reaction to a hit. If they 
block, you remain safe. 


Another option when jumping in is to do nothing, and land and bit low 
with + +LK, ++ MP. 4 + HP ground chain. It starts low, and hits more 
offen than it should because players tend to block high after a Dudley 
empty jump. Throwing behind an empty jump in is « good option os 
well. This is « good setup for the next empty jump in, which should be 
‘an immediate Short Swing Blow canceled into a super art, to hit throw 
aitlempls, Porrying is ols another option for Dudley when jumping in. 
His jump is so low that he is usually nearing the end of his jump by the 
time opponents react to it and start on anti air. The timing to parry the 
nf oir should be around the some time near the end of Dudley's jump. 


For the rare occasions where you aren't being aggresive and are in a 
ground game (anytime you don’t have any super meter), HP and HK 
‘ore good pokes. Against some characters (such as Hugo), sit back and 
buffer EX Machine Gun Blows into his HP as Dudley whiffs them from 
‘cross the screen. If the tips of any pokes are hit, the Machine Gun Blow 
‘automatically comes out and leads to a juggle opportunity. 


MP is another good poke on the ground in situations where an opponent 
gels close, Buffer Duckings into whiffed MPs; if ony MPs ht, « Ducking 
executes automatically and moves Dudley close enough to his opponent 
to cancel into 0 super art. This tactic is especially useful after teched 
throws. Characters with fost dashes might dash in after a teched throw 
to continue to pressure. Stick out MP to stop these dashes and create an 
opportunity to lond a super art. 


Dudley has a few good antic choices. HP by ise is good if he i for 
enough away from opponents. It cancels into a Jet Upper to juggle for 
extra damage and defeat porry attempts, An EX Jet Upper also works 
well as anti-air. An interesting anti-air maneuver is to do a Ducking (HK) 
‘under opponents to cross them up on the ground, then either Corkscrew 
Blow or Rocket Upper from behind, which is forty easy todo. Input the 
command for Ducking, then do another QCF + punch in the same direc 
ion and the super art automatically comes out, but in the other direction, 
towards the opponent. Dudley pulls this off quickly and its hard to react 
to, Great for confusing opponents that like to jump in and parry often. 


WAKEUP GAME 


Dudley has the most intimidating wakeup game out of the entire cast of 
characters. What makes him so scary is his +» + HK overhead attack. It 
‘comes out too quick to react to, Dudley can link super arts 1 or 3 after 
a hit for eosy verified damage. He can also go low into his super arts 
vio + + LK x2. Both of these attacks are nearly instantaneous, so your 
opponent has to guess which way to block on wake up. This can lead to 
Dudley landing « super nearly 50% of the time on woke up. 
Knockdowns are incredibly important to Dudley. Against characters that 
can get hit by low roundhouse x6, they also have the misfortune of 
being able to lose a ton of life without Dudley even having fo use any 
super meter, There is no right answer for what they should do in this sit- 
vation. Dudley simply owns you on wakeup. 


Evon if Dudley's moves are blocked, he is still in range to remain a 
threat Afer doubling up + + LK, Dudley remains in perfect range fo 
‘attempt a Dart Shot and link into super art if it hits. A UOH linked in to 
super art should be able to reach as well. After o blocked Dart Shot, 
Dudley is within range fo either walk up and throw, or walk up and + 
+ LK (x2) and verify a super art after a hit, Dudley always has quick 
and eosy ways to land « super art from up close and is a legitimate 
threat when he is close on the ground. 


After Dudley knocks down on opponent, especially in the corner, throw 
his rose to hit opponents on wokeup: The rose keeps them pinned down 
if they try to jump. It even beats some wakeup moves. If ime allows for 
it, olways taunt and throw me ‘on wakeup. It forces opponents to 
siay on the ground ond guess between high or low. 

me 


The min hing Duley nust worry about when he fs pressuring oppo- 
nenfs on wakeup is random super arts and high priority moves. 
Throwing the rose virtually eliminates this threat. Opponents may be 
able to do a super art through the rose and hit Dudley, assuming he 
does a move, that is. Since they can’t jump away, their only options are 
block, parry, or wakeup super art. If Dudley blocks after throwing the 
rose, he creates a stalemate. Neither character gets a hit, but Dudley 
‘wins because he remains close, exactly where he wants to be. 


‘When Dudley is the one getting up off the ground, he has o few decent 
options fo keep pressuring opponents off of him. An EX Jet Upper works 
great, although it’s risky. All of his super arts work great as wakeup 
options if you don't mind taking «big sk, Parying is always an option, 
although blocking is much safer. Doing a Short Swing Blow on wake up 
is a good idea. It get Dudley away from throws and + + LK ticks. 


juggle with a super art on the way down. 


SETUPS 
Ranges setups for UOH —> super art 
Against small, medium and wide sized characters: 


(+ + LP (x2), WOH > 
Rolling Thunder, Corkscrew Blow 


Rocket Uppercut, 


(+ +MP), UOH Rocket Uppercut, Rolling Thunder, Corkscrew Blow 


RESETS 


Reset 1: Against characters that Dudley can connect + + HK (x6) in the 
corner, he can reset them back on their feet at the last hit fo set up a 
mix-up that can lead to more damage. Connect with five + + HK, then 
jump towards them ond use HP to reset them. When they land, expect 
opponents to block low, which is the safest thing to do in this situation. 
Right when Dudley lands, use Dart Shot, and link into Rocket Uppercut 
or Corkscrew Blow. The next fime you are able to connect with + + HK 
five times, reset with jumping HP again, and as opponents recover, they 
will probably block high in anticipation of the incoming overhead attack. 
Hit them with + + HK and juggle them for 5 more hits, You could even 


Reset 2: After hitting with an air to air HP, and Dudley lands first, imme- 
diately do a Ducking (HK) to catch, up with your falling opponent, and 
immediately cancel into Corkscrew Blow for the reset juggle. 


PARRY SETUPS AND TACTICS 


Dudley is often going to attack a waking up opponent with Dart Shot, It 
comes out fast, so even changing its timing even slightly can throw off 
‘on opponent's attempts to parry it. Some players may try to hit Dudley 
before he gets this move off. Since the command involves a forward top 
of the controler, press it forward a split second before pressing HK. This 
way Dudley option parrios any mid level attacks that might be thrown, 
his way before going into Dart Shot. 


Dudley can cross up Twelve, Hugo, Necro, in any commer. 
Dudley can cross up Yun, Yang, and Chun Li mid screen 


FAVORABLE MATCH UP: TWELVE 


Twelve is very annoying to fight against from the start. He flies around 
cand is hard o hit. He jumps much higher than Dudley and beats him out 
inthe oir easily. However, if Dudley is abe to score a knockdown, i's all 
aver for Twelve. Twelve has no answer for Dudley's wakeup game, 
Nothing short of a random X.N.D.L. is going to get him out of a comer. 
IF Twelve hs no meter, t's don. All Duley needs fo do straw the © 
rose to keep him grounded, then keep mixing it up between high and 
low attacks, 


UNFAVORABLE MATCH UP: RYU ee 


Jumping is Dudley's main way to get close to setup his wicked guessing 
‘ond mind gomes, However, Ryu can keep Dudley from getting in by 
zoning with his HK. tt can hit Dudley at any time during his jump, even 


2 « 


atthe very beginning. Thot move covers plenty of space, and itis hard 


for Dudley to get over it. It also heats Dudley's HP and + + HK when 
done at the right time. Also, Dudley must always be on the lookout for 
the random EX Hadouken. 


For Duley twin this math he mst score « known so he can ge 
close to start his mind games. Jumping isn’t the best avenue to achieve 
this. Look for Ryu to whiff a HK, then do a Ducking (HK) to get close 
before he fully recovers and knock him down. From there, Dudley must 
gt in Ryu’ fce and keep landing super arts and knocking him down. 
Don’t get discouraged. Be patient, and wait for Ryu to leave himself an 
‘open for an attack. 
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NORMAL MOVES 


STANDING 

LK is good for setting up tice { START UP 
throw and guessing games in 0 JLo 
general, This move has a decent 

‘amount of frame advantage after 7 


it. HK comes out high, moves 
Elena forward and goes over low 
‘attacks. This move is a great 


ofr norma at dose ange. 


Cea 


GUARD /H/L 
PARRY (“1H 


COSTUMES 


‘dW + UDIS 


dH + W +d 


WH + BOIS 


Fast overheat with amazing range, Con be done from very faraway. 


‘START UP 


A leaping kick that moves Elena backward. Unbelievable priority. 
Because Elena is considered airborne while doing this move, itis 
invulnerable fo throws and low attacks on start up. Can even beat a 
Gigas Breaker when timed correctly. To add to its usefulness, it has a 
nice frame advantage after it, making it completely safe if blocked. 
{t's even possible to link a Brave Dance after this move if done meaty 
‘ona character waking up! 


Very fast overhead that moves Elena forward. Good range. However, 
it has a rather large frame disadvantage after it when blocked, mak- 
ing it rather unsafe, Kil this recovery issue and add frame advantage 
to the move by doing it early against a fallen opponent waking up, so 
that it hits meaty. Although difficult, not only does it make the move 
safe, but you can even link a Spinning Beat or o Brave Dance after i. 


oe 


START UP 


Good range. Good during foot games as it’s hard to make it whiff. 
Cotches many players standing up trying to walk backward. 
Vulnerable if blocked from close range. 


CROUCHING 


+ + MP is 0 mid level crouching 
‘ick ond is Elena’s main opener 
for combos. lt has the strange 
sroperty allowing her to cancel it 
into super arts much later into its 
recovery than most normal 
sttacks, Just enough time to ver- 
yo hit before canceling into 
super art, although it’s difficult to 
sxocule, 


+ + INK is fast with good range. 
tt works as a decent offensive 
poke, 


JUMPING 


Jumping MAK is 0 decent cross-up 
‘ond ond can be used in combina: 
tion with a super jump for 
mbiguous cross. ups. Jumping 
forword or backward with HP 
odds frame to its startup, but 
atherwise remains identical 


SPECIAL MOVES : 


tutessP 


ae eurtk Rhino Horn) 


2 V2 C2 J) Bg) 

Vi (ouaro (1 

is PARRY (“L 
START UP ai) STARTUP (8 )ffaq| i 
Eves Es): =a 1 JES) rotating overhead kick. Has a very sight frame 
~* i advantage after it Fairly slow and vulnerable to par- 
Y | (GUARD (HA. GUARD (| es ahead AE ech 
anny (a) We anny 7c} ting Bol Brave Dune, while HP vein on 


W (cuaro (1 


PARRY (| 


START UP saa. 
SJE = 


links into a Spinning Beat, Brave Dance, or a LK’ 
Scratch Whee! (HK), The EX version comes out 
foster ond has slightly longer frame advantage at 
the end of it, I's possible to link a Spinning Beat, 
Brave Dance, or a LK —>Scratch Wheel (HK) after it, 


Scratch Wheel 


Bution strength determines how for the Rhino Horn 
travels, It has frame disadvantage, although the 
block stuns deceptively long, usually making it safe 
if blocked. Whiffs versus. most crouching characters. 
Con be rather annoying for large characters, like 
Hugo and Q, that cannot duck under it, EX version is 
faster, does more damage, and puts characters into a 
hoary noticeable juggle setup. Can be used in com- 
bos starting with on EX Spin Scythe for massive dam- 
‘age and juggle opportunities. 


Spin Scythe 


uk 


teedk 


GD | Go 


GUARD (1 
PARRY (“11 


THROWS 


(ia we =e 


Rising uppercut with o kick. Decent for combos in 
punishment situations and as a reversal. EX version 
hits more times and has more priority. 


- lynx Tall} 


ree tk 


Input + + + K again after the second hit oc 2 
hit follow up. 


Very slow and standard inputs do not combo. Can be 
used fo set up the following guessing game: do QCB 
+ HK, after the second hit, don't do the follow up, 
instoad ‘opt for a walk up throw, The nex! time you 
eta chonce, do QCB + HK, when opponents antic 
‘the throw after the second hit, do the two hit fol- 
low up. The EX version of this move comes out faster, 
is combouble, and puts opponents into a juggle set 
‘up if you don't do the 2 fit follow up, which is 
extremely useful for high damage combos. The EX 
version's follow up doesn’t put opponents info a jug- 
gle set up, and does about the same amount of dam- 
‘age. Heavy recovery too. It's best to avoid using it. 


‘Multi-hit low kick attack with good range but terrible 
recovery Linking on LK or EX version from + + MP 
‘are both possiblities. The EX version hits more times. 
However, the last hit completely whiffs vs. most 
crouching characters. There's no reason to use this 
‘move over an EX Spin Scythe, 
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SUPER ARTS 
SUPER ART | 
deste Spinning Bat] 


lena does three repeated Scratch Wheels for a decent amount of damage. 
This super art has o high juggle potential in the corner, Use i to finish an 
EX juggle. It combos on the ground easily, and you can hit confirm it with 
alate + + MP cancel, but only from close range. Spinning Beat cannot be 
used to punish whiffs or stop dashes from 
mid range. It can work as a decent anti-oir. 
With 3 stocks, and a small super meter, Elena 
will be able to use Spinning Beat and her 
‘great EX moves offen, Because Elena can 
wi combo directly into Spinning Beat from 
such close range, this super could also be 
used solely to stock meter for EX moves to 
fight from longer ranges. 


Recommended Super Art: Brave Dance 


SUPER ART II 
feeteeek Brave dene | 


In the corner, tack on an extra hit after the super with a Scratch Wheel 
(MK). It has a longer super meter than Spinning Beat, but it also does 
much more damage. It stocks two super meters, so Elena has the option 
to use EX moves and still have her super art available. Brave Dance com- 
bos nicely off of # + LK and + + MP. You 
can late cancel + + MP to verify a combo 
into Brave Dance from almost the entire 
length of the move, and if you cancel it 
eatly, it combos from the very tip of her 
foot. This gives opponents a reason to fear 
her in close. Used in tondem with her long 
kara throw, Elena is sure to find openings to 
land a dean + + MP —> super art, Brave 
Dance has a quick start up, use it to punish 
any blocked moves with heavy recovery. 


One thing to look out for, Elena flies for- 
word with a slight upward incline os this 
super art starts up. It has o tendency to randomly go over Chun-Li and 
miss her completely, even if comboed into, because of how low her 
couching onimation is, 


Brave Dance gives Elena the necessary range to verify into super arts that makes her ground game much more solid. + + MP > 
Brave Dance allows Elena to keep people from rushing in on her, and apply pressure from her exceptionally long kara throw range, 
‘The constant threat of + + MP -> Brave Dance allows you to constantly kara throw, and it is the constant barrage of throws that 


leads to openings for + + MP > Brave Dance, 


COMBOS YOU NEED TO KNOW 


aun THITS 
TOTAL DAMAGE: 35 TOTAL DAMAGE: 58 

++ HP Roundhouse Scatth CORNER ONLY 

Mu ++ MP> EX Spin Scythe, when 


you recover, immediately juggle 
with o Scratch Wheel (LK), when 
‘you recover, juggle again with a 
Scratch Wheel (HK) 


High damage corner variation of 
the typical EX Spin Scythe juggle. 
Good for punishment situations. 
10 HITS 

TOTAL DAMAGE: 64 


$+ MP-> EX Spin Scythe, when 
you recover, immediately juggle 
with EX Rhino Hor, juggle agin 
with oat Scratch Wheel (HK) 


High damage combo that’s good 
for punishment situations, Knocks 
down. 

8 HITS 

TOTAL DAMAGE: 54 


Meaty Handstand Whip linked 
info Spinning Beat 


Okay for punishment situations 
‘when you don't have super meter 
for anything else. Knocks down, 


7HITS 
TOTAL DAMAGE: 47 


+ + MP EX Spin Seythe, when 
‘you recover, jump towards oppo- 
nent and juggle with a semi early 
‘MP HP air chain 


High damage combo that leaves 
Elena with « positional advantage 
thot could lead to more damage, 
Good for punishment situations. 
After the air choin Elena is fre 
dictate which side she will be on 
when opponents land, by either 
dashing under and behind before 
they land from the air chain, or 
walking forward to stay in front. 
Ambiguous and hard to react to. 


Verifiable. Okay way to land a 
super ort from on overhead. 
Difficult, ond Hondstond Whip 
must be done early against an 
opponent waking up. 


1 HITS 

TOTAL DAMAGE: 70 

Meaty Handstond Whip linked 
into Brave Dance 


Verfobe Olay way to land 
super art off an overhead. 
Difficult, Handstand Whip must 
be done early against an oppo- —_ 
nent waking up. 


8 HITS 

TOTAL DAMAGE: 51 

++ MP Spinning Beat 
Verifiable way to land o Spinning 
beat. Knocks down. 

11 HITS 

TOTAL DAMAGE: 65 

+ + MP > Brave Dance. 
Verifiable way to land @ Brave 
Dance. In the corner, juggle with 
Scratch Wheel (MK) ofter 
recovering from the super art 
versus most characters for extra 


damage. Generally not worth the 
effort, but des knocks down, 


SUPER ART III 
axetesep Heal] 


Elena recovers up to 1/3 of her health with this super art, As she is heal- 
ing, she is completely vulnerable You can stop the super before fully 
healed by pressing PPP. The safest set up to use healing is after a throw. 
Elena throws opponents away far enough fo where she can fully heal 
without getting hit. One throw can change 
the outlook of the round. Unfortunately, 
Healing only stocks one super bar, so if 
Elena plans to heal herself, she cannot use 
any of her EX moves, Without EX moves or 
‘0 super art that does damage, Eleno’s 
combo possibilities are rather limited, Elena 
must rely on hor fast pokes, ov 
attacks, and kara throws to do most of her 
damage. Elena's normal moves are good, 
but she must hit opponents many more 
times than if she was landing Spinning Beat 
‘or Brave Dance often, Sometimes you may 
only got | or 2 openings for big damage in a round. Heoling Elena wll 
not be able to capitalize on these opportunities, 


TARGET COMBOS 


JUMPING (x2) LP > JUMPING MK 

Fast 2 hit air chain, Good versus players who often 

‘anti-air parry. Although Elena has a variety of multi 

hit jump attacks and chains, this is by for the most 

flexible os it can be done much later in the jump than others. 


JUMPING (x2) MP > JUMPING HP 


Slower, more damaging 2 hit air chain. Steep upward 

‘angle, good for meeting another player in the air 

with a jump attack in anti-air situations, Not only 

does it do good damage and hit twice, giving opponents more to 
parry, but ift hits jumping opponents, Elena lands before they do, 
allowing her to dash under and behind them just before they land 
for an ambiguous side switch trick, Create further confusion into 
this trick by sometimes not dashing at all, staying in front of oppo- 
nents just before they land, effectively making them guess which 
side Elena ends up on. In ether situation, mix up with the combo of 
your choice, UOH linked into Brave Dance or Spinning Beat, or a 
throw if you think they will quess correctly and block, 


HP > HK 


Slow, damaging 2 hit chain. Slow start up and bad 

range, must be directly next to opponents to guar- 

‘ntee both hits connect. It has a small frame advan- 

toge after it, meaning it’s completely safe. Elena's only safe non 
super combo. Stil, not extremely useful. 


MK > +4 HP 


2 hit chain ending with a launching kick, Knocks 

‘opponents fairly high into the air, allowing Elena to 

get into prime attack range just before they get up, 

whether they quick recover or not. However, the last hit of this 
choin has « huge frame disadvantage after i, meaning it's heav- 
ly open to attack if blocked. 
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Elena has some of the game's best pokes, which keep opponents frus- 
trted at long range. + + HK and Sliding are great for sneoking under 
high attacks, and her two command overhead attacks will keep them 
guessing. Use + + MP as her main poke at a distance and to punish 
whiffs, beat out other attacks, and prevent characters from rushing in 
‘on the ground, 


lena does most of her damage off of Brave Dance and kara throws. 
The more you throw, the more likely they will make a mistake that leads 
to.an opening for + + MP-—> super art. Elena never has to get too close 
ifshe doesn’t wont fo, Stay at her maximum kara throw range and frus 
{rote opponents with repeated throws. Get them to attempt a tech, then 
react with a + + MP —> super art. 


Elena has many great jumping attacks, Most come out fast and hit from 
for away. Elena jumps high and con usually outreach and outrange 
‘opponents. Many of Elena’s jumping attacks and air chains allow her to 
and before opponents, Use this as a chance to dash under them before 
‘they land to quickly cross them up, 


Elena has many anti-air options when she is on the ground. Scratch 
‘Wheel is her most basic onti-air, If you con react quick enough to an 
‘opponent's jump, meet them in the air and use any of Elena's multi-hit- 
fing oir moves. Elena also has a fost dash, and she is foiry low to the 
ground as she does it, Use this to avoid cross ups and jumping attacks, 
from close range-by dashing under opponents and counter-attacking as 
they land. 


Elena's Round Arch is one of the best special normals in the game, Use 
this move often to go over low attacks and beat throw attempts. 
Whenever you are not sure what 10 do, go ahead and use Round Arch, 
Most likely it will do you some good. 


WAKEUP GAME 


Elena has many options on waking opponents because her kara throw 
range is so great. At that maximum range, many characters’ quickest 
{ow pokes whiff. lena is free to kara throw at will. + + MP also con- 
nects into super arts from this range. Throwing repeatedly is effective, 
but mix it up and hesitate, trying to make opponents react to a possible 
kara throw. Punish their reaction with + + MP > Brave Dance. When 
you don’t have enough meter for a super art, use Round Arch often to. 
go over all low pokes and to stop throws, 


At very close range, + + LK is Eleno’s best tick. Follow it up with either 
a kara throw, + + MP > super art, or Round Arch, Both + + LK and 
++ MP can be parted low, so Elena has some other woke up options 
to discourage parry attempts. She can do either Round Arch or 
Hondstand Whip meaty and link Brave Dance after i. Throwing imme- 
diately on woke up works offen because many players will not expect a 
throw from such dose range. 


When Elena is the one getting off the ground, if you decide not to block, 
Scratch Wheel is good for getting people off of her, particulary the EX 
version. A safer option is to block on woke up, and look for an opening 
to land + + LK / + + MP super art, Round Arch at ony time really. 
helps Elena get out of trouble. She can't be thrown or hit by most low 
attacks, so itis really safe. 


SETUPS 


Ranges setups for UOH -> super 


Against most characters: 
++ LK (x2), UOH Spinning Beat / Brave Dance 


Against Oro: 
No setup is required. UOH — Spinning Beat / Brave Dance works 
at close distance on crouching Oro. 


CORNER TRICKS 


After a throw in the corner, Elena can set up an ambiguous cross up sit- 
vation that is difficult to block correcly. After the throw, jump and press 
HK before hitting the ground. Time Elena’s jump to land exacily at the 
moment the opponent gets up off the ground. Elena lands directly on. 
top, and her jump HK extends her over both sides of the character. It is. 
hard to tell whether Elena is going to cross up or not, leading to a quess- 
ing game for opponents. This is even trickier against opponents that 
Elena can only cross up in her own corner { against shotos, for instance). 
Always be aware of which characters you can cross up and where you 
can do so, 


RESETS 


Reset 1: If Elena has enough super meter, she can turn an EX juggle 
combo into a setup for a perfectly distanced UOH linked into Brave Dance 
for massive damage. If you are able to combo into on EX Spin Scythe mid. 
screen, juggle with on EX Rhino Horn, then hit with LK to reset the combo 
cand have them flip recover. Walk up a tiny step, then UOH. It must be 
timed perfectly to link into Brave Dance if it hits. This does not work on 
characters that aren’t juggled by all of the hits of the EX Rhino Horn, 


Reset 2: lena lands a mid ir HK, she usually lands before opponents. 
You can hit them before they land with Spinning Beat, To get the most 
hits, save this trick for the corner, 


PARRY SETUPS AND TACTICS 


lena’s kara throw is very good and a big part of her 

gome. Take advantage of an option parry to cover 
Elena from mid level ats wien Kora throwing. 

Elena's kara throw is * + MK throw. Instead of 
pressing +> at the some time as MK, press » a split 
second earlier than is necessary. Continue to hold 
while finishing the input for the kara throw. With this TX 
method, you parry any potential mid level attacks before 
throwing. 


Flena can cross up Dudley, Alex, Hugo, Nercro, Twelve, ond Urie= = a= 
comer. 


Elena can cross up Oro, Elena, and Chun Li only in her own comme 


FAVORABLE MATCH UP: RYU 


Elena only has one real concern when fighting Ryu, EX Hodoukens 
Elena can avoid random EX Hadoukens, there is not much else Ryw-eae 
hit Elena with if she is played correctly. Ryu has a hard time landing fs 
bread and butter + + MK — EX Hadouken combo on Elena because 2 
Round Arch. This move goes over every single one of Ryu's grouna 
calfacks. Ryu must resort fo throwing EX Hadoukens from a much greater 
distance because when he gets in close, he is always at risk of eating @ 
Round Arch counter, Ryu will not he able to kara throw either, because: 
Round Arch cannot be thrown. Use Round Arch like itis her only move. 


Once you get Ryu trained not to stick out + + MK or kara throw, he 
must play much more defensively. Get in close and mix up kara throws 
‘and + + MP Keep up the pressure and try to land + + MP > Brave 


- Dance, 


UNFAVORABLE MATCH UP; CHUN-LI 


When Chun Li has super meter, Elena is constantly at risk. Most of 
Elena’ best pokes lose cleanly to Chun Lis Hakkei and 4 + HE. Chun-Li 
has greater range, and can keep Elena away. Even if Elena gets close, 
sho i always ot risk for Chun-is & + MK > Houyokusen. 


For Elena to have a chance, take advantage of the first round when. 
Chun-Li doesn’t have enough meter for Houyokusen, Chun-Li is much 
less of a threat without meter. Stay out of range of her HP, and + + HK, 
using Sliding to get under them ond punish her. Whenever Chun-Li is 
close, Round Arch over her + + MK. Elena can similarly do repeated + 
+ MPs and cancel into super arts upon a hit when Chun-Li tries to use 
her + + MK. This match is winnable, but expect a tough battle, 


Huge 


NORMAL MOVES 
STANDING 


INP looks like « patty cake slap startup (5) 
and moves Hugo forward slightly. +1 (++ ES 
Goes over some low attacks, | 
catches anticipated jumps. It has GUARD (1/L 
good range and good recovery; 
i's fantastic poke, so abuse it! Ss | PARRY /'H/, 
LK is fost enough to beat some : x 
{ow attacks from the right range. START UP a) (G] 
Hardt punish if whifed, Used to Toi 
fick into Moonsault Press; it's also. = i 
cancelable ‘ GUARD /H/L 
Press « or - to move forword PARRY ((H 
or backward during HK. Con be 
used fo go over a variety of low ouse 
attacks. This move has awful 
START UP f 
recovery, 50 use it with caution, en (si) 
isc 1303 (+3 
GUARD (“Ht 5 GUARD (Hi 
(PARRY (1 PARRY (11) 


COSTUMES 


dw + unis 
1+ HDIS 


Great cross up, but tough to get into a position to use it. After it's 
blocked, use the fairly large amount of frame advantage to execute 
Moonsault Press or Ultra Throw ticks. 


START UP 


MW + HDIS 


MH + HIS 


dH+ IW + a1 


CROUCHING 


++MPis an overall good poke. 
ft beats some attacks from the 
sight ranges, plus it's fast and 
safe. 


+ +MK has great range and is a 

area! whiff punishes, Use with 

some caution as it can be pun- 

ished by some fost supers if 
blocked too close. 


JUMPING 


Jumping HK is a drop kick with 
amazing priority. It beats a vari 
ety of onti-air normals while cov- 
ring large amounts of space. 
Jumping forward or backward 
MP has a start up of seven 
frames. Jumping forward or 
backward HP hos a startup of 
thirteen frames. 


THROWS 


‘START UP 


I 


SPECIAL MOVES 
~ Giant Palm Bomber 


tee +P 


Moonsault Press 


360 Motion +P. 


START UP 


STARTUP C3 fa 


GUARD/ Ht | 


nimipPiit PipeEieate 
Gy [0 (Ga) Gu) | Sea) 


Slow stort up, but has an absolutely ridiculous 
amount of frame advantage afterwards. Great for 
combos and pressure patterns up cose. Use the 
frame advantage in wake up situations to secure an 
‘attack and mix up with + + MK, Moonsault Press, or 
HP. The EX version hits three times and sets oppo- 
nents up for a juggle. 


Hugo's main weapon. Moonsault Press is «fost com- 
mand throw with great range that deals a ton of 
damage, Very scary at close ronges. So scary in fact, 
that opponents will do whatever they can to avoid it 
completly, making them ply in an unsafe and cvk- 
‘ward manner. Expect opponents to react fo this move 
in a variety of ways in an attempt to counter it 
{jumping is the most effective way), Learn to antici 
pate attempts to jump away from this move and 
counter with an anti-air of some sort, 


Shootdown Backbreaker 


exe 


PARRY. Tay) 


G5 {G0{ a0] Gy) 
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‘START UP 


Coe 


STARTUP (13 ff) 


START UP 


a 
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& GUARD“ H 
PARRY (“ti 


GUARD (Hi | 
PARRY (H 


‘A fast move with good range, but whiffs against 
crouching opponents, diminishing its value. Use it 10 
catch back dashes or anticipated jump attempts. The 
EX version comes out faster and does more damage. 


‘flying oir grab mainly for use agains anticipated 
{Jumps used to avoid Moonsault Press. Hos absolutely 
‘no priority, losing to jumping attacks rather easily. It 
must be done early, just as an opponent is leaving 
the ground. Foitly heavy recovery when Hugo lands, 


7 Atishy-ottack to use in general, utilize with caution. 


360 Motion + K 


Meat Squasher > w+ ee +k 


x 


Ula Throw [= 


Running command grab with heavy start up. Very. 
slow and easy to counter. It does immediately drag 
‘opponents to the closest corner, a big plus for Hugo. 
The start up looks like the opening animation for a. 
wihiffed throw, which doesn’t really help anything 
hecause the lost thing you want is an opponent try- 
ing an attack. 


Command throw that bounces opponents off of a wall 
for a juggle opportunity. Con lead to big damage in 
‘combination with Megaton Press or EX Giant Palm 
Bomber when near a corner. Ultra Throw Shootdown 
Backbreaker is an okay comboto quickly corner 
opponents, however i does much less damage thon 
‘a Moonsault Press (HP). 
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SUPER ARTS 
SUPER ART I 
720 Motion + K Gigus Breaker 


SUPER ART II 


turexetk 


Megat ess] 


SUPER ART Ill 


$urgureP 


Homer Fenay) 


With its one frame start up, Gigas Breaker is one of the quickest super 
cris in the game. Any opponent on the ground when Hugo starts Gigas 
Breaker will be caught. Opponents must anticipate Gigas Breaker before 
Hugo does it and jump before the super freeze in order to escape. Gigas 
Breaker has invulnerability at start up, so it 
grabs opponents through their moves. 
Gigos Breaker only has one meter for its 
super art, so EX moves are not recom- 
mended. 


Recommended Super Art: 

Hammer Frenzy 

Hammer Frenzy gives Hugo his only real combo possiblities 
that don’t involve command throws. It makes his jump-ins o 
threat, and gives him his only solid way to verify big damage. 
There's no need to guess with Shootdown Backbreaker when 
you think someone might jump away because of the threat of a 
Moonsault Press. + + LP (x2) instead and cancel into Hammer 
Frenzy to punish their attempted escape, 


Hugo jumps and catches airborne opponents and slams them to the 
ground. The button pressed determines the angle at which Hugo jumps. 
Extremely good damage for an anti-air. Unfortunately, almost any air 
attack can knock Hugo out Megaton Press. Megaton Press stocks 2 super 


= 
1P3/MPS/HP7 


meters, ond is usable as the last hit of a 
juggle combo. 


COMBOS YOU NEED TO KNOW 


7 HITS 
TOTAL DAMAGE: 65 


$4 UB + + LP > Hommer 
Fromy 


3 HITS 
TOTAL DAMAGE: 46 


Giant Palm Bomber (HP); when 
Hugo recovers, link into Giant 
Palm Bomber (LP); when Hugo 


Verifiable way tolond a Hammer ecovers. ink into + + MK 


Frenzy. You must be directly next 
to.an opponent for this to work or 
Hammer Frenzy might not 
combo. Knocks down. 


Decent damage ond safe if you 
verify off of the first two Giant 
Palm Bombers. Knocks down, 


HITS 
TOTAL DAMAGE: 34 


Ultra Throw, immediately juggle 
afterwards with Shootdown 
Backbreaker (HK) 


Eosy ond reliable mid screen 
combo off of Ultra Throw. Knocks 
down, 


Hugo runs towards opponents and hits them with a bombardment of pow- 
‘erful moves, one of which is an overhead. Hugo con combo into Hammer: 
Frenzy from + + LP (x2). Ths is the only super art that makes Hugo's cross. 
up a real threat. Use it in wake up situations fo go through any pokes. If 
Hugo guesses wrong and the opponent 
blocks, try to trick them with a delayed 
release, By holding the punch button, Hugo 
continues running for a short time. Release 
the punch and Hugo starts his attack string, 
Holding the button for too long results in 
Hugo stopping, and never starting the attack. 
Hugo is vulnerable while running, and at the 
end of the super art. With a window of invul- 
nerability at the beginning of the move, it's 
possible to pass through projectiles and 
pokes. Hammer Frenzy slcks 2 supers. 


4 HITS 4 HITS 
TOTAL DAMAGE: 54 TOTAL DAMAGE: 66 
CORNER ONLY CORNER ONLY 


Ultra Throw, juggle with o late 
fierce Giant Palm Bomber > 
Megaton Press 


Ura Throw, juggle with a semi- 
late EX Giont Palm Bomber for 2 
hits; when Hugo recovers, imme- 
diately juggle again with a 


ShookownBackteaker (HK) igh damage option off of his 


Ultra throw in the corner. Knocks 


Damaging option off of Ultra — down 

Throw in the corner. The EX Giant oHITS 

Palm Bomber MUST miss 1 ofits 8 

hits, or you cannot juggle after it TOTAL DAMAGE: 27 
with the Shootdown Backbreaker. CORNER ONLY 


Knocks down, 
3 HITS 
TOTAL DAMAGE: 59 


Ultra Throw, immediately juggle 
afterwards witha Megaton Press 


Neutral throw while opponent is 
cornered, after the 8th hit (when 
Hugo lets go), juggle with an 
immediate EX Monster Lariat 


Juggle option off of his neutral 
throw in the corner. Does only 3 
less damage then neutral throw 
> Megaton Press, which isn 
remotely worth the bar usage. 
Knocks down, * 


Fasy woy to land «© Megoton 
Press mid screen, Ok damage. 
Knocks down. 


STRATESBY 


Hugo requires patience. He inflicts an impressive amount of damage 
with only 0 few command grabs, but getting close enough to land them 
no easy task, Hugo is slow and a big target for many characters. His 
size becomes an advantage when it comes to his poking game. MP ond 
++MK outreach almost every character's longest pokes. MP hits many 
characters when they are crouching, That, combined with its range, 
works to stop many character's ground games, 


Getting lose enough to grab opponents is tough, but Hugo has some 
moves that help out, Use random Meat Squashers (LK) to catch oppo: 
nents off guard while running towards them, If you can land o Meat 
Squasher, Hugo will slam your opponent against the wall and put them 
exactly where you want them; the corner. Any time you can land one of 
these Hugo takes control of the match. So if you are having difficulty 
fighting from mid screen, make it your goal to land a Meat Squasher. If 
yyou can get close enough to land a LK, Hugo can cancel into this attack 
and possibly catch them while they block low. This is extremely effective 
if you have been moking use of his Palm Bombers and canceling into 
those off of stand shor. 


Palm Bombers really help Hugo out if he wants to get close. A blocked 
Palm Bomber carries significant frame advantage, so Hugo can dash up 
after one and start being a threat from up close, his ideal range. LK and 
{ow short are two excellent long reaching pokes Hugo can use to cancel 
into o Palm Bomber and then dash up. instead of dashing, Hugo con use 
his opponent's long block stun period as a chance to cross them up with 
his Body Press If you connect with a Body Press, do 4 + LP (x2) > 
Hammer Frenzy. If they block, Hugo is up close where he wants to be, 
Hesistate just a second and Moonsault Press. If you think they might 
jump, Hugo's standing fierce overhead is really good in this situation, It 
has the duat-effect of hitting crouching characters and stopping jump. 
catempts. When you are this close, always:consider an Ultra Throw, 
Shootdown Backbreaker as an option. While it does less damage than 
Moonsault Press, it will move Hugo's opponent closer to the corner, 
exaclly where Hugo wants them. 


Hugo's ground game will prevent many opponents from poking at him, 
so they might try to jump in at Hugo. Use Shootdown Backbreaker as, 
‘an anti-air to catch opponents quickly before they attack. It’s quick and 
does good damage, although it can be beat if the jumping opponent 
‘attacks early. Hugo can attack opponents from the air from long range 
with jumping HP and HK attacks. These attacks are not necessarily good 
for getting in close, but are merely 0 way to keep pressure on jumping 
‘opponents. If either attack is parried from the ground, Hugo can hit 
from so far away that many opponents have difficulty hiting him when 
he lands. 


WAKEUP GAME 


Hugo's woke up game is limited because whenever he knocks down 
opponents, and they quick recover, he is too slow to keep in clase. On the 
other hand, if Hugo manages to trap anyone in the corner, he is a terri- 
fying opponent. Use Shootdown Backbreaker on anyone that tries to 
jump over Hugo, effectively keeping them trapped in the corner. Hover 
over opponents and keep trying Moonsault Press. If you are too obvious 
in Moonsault Press attempts, and opponents start to jump, be prepared 
to poy the price. Hugo has a large recovery on his throw whifs, so he is 
vulnerable to being hit. Hesitation moves can be very tricky ond lead to 
some chances to land throws. For instance, walk backwards a step as 
opponents are getting up, trying to moke it look like you are being cau- 
‘lous, then Moonsault Press at its maximum range. A combo off of an 
Ultra Throw is also a great way to deal damage in the corner. 


{fF opponents want to pressure Hugo on wakeup, they must get in close, 
‘When Hugo is the one getting up, he is scary. Hugo wants opponents 
not, which leaves him in ronge for his most powerful moves. A 
‘Moonsault Press on wokeup is always an option. If Hugo expects that an 
‘opponent is anticipating this, block on wake up and look for the oppo- 
nent to jump. If they do so, quickly use a Shootdown Backbreaker. 
Hugo's opponents must be careful when they are close. Any tick throw 
setup or hesitation move could be an opening for a Moonsault Press. 
Moonsault Press has a quick start up, so unless Huga’s opponent ticks 
with a move that has significant frame advantage, Hugo can usually 
‘Moonsault Press before their next move out. 


ADVANCED TACTIC: 
WALK UP GIGAS BREAKER 


The command for o Gigas Breaker is « 720 motion of the controller, fol 
Jowed by punch. While itis possible to do a 720 on the ground without 
making Hugo jump, it is extremely difficult, and almost impossible to do 
with ony consistency. 


Think of the motion for a Gigas not as a 720, but as two 360 degree 
rotations. A 360 degree motion is six consecutive points on the con- 
‘roller. The game's engine provides plenty of leeway when doing com- 
plex controller motions. IV's possible to do the first 360 (six consective 
points) motion, then wait a full second before doing the second 360 
‘motion fo complete the Gigas Breaker command. Toke advantage of this 
delay to buffer the first 360 motion info a move so Hugo does not jump 
off the ground, then walk up 2 steps, and do the second 360 motion to 
surprise opponents with a Gigas Breaker. For example, walk towards an 
‘opponent and whiff a LK. Do the first 360 motion during the LK, then. 
continue to walk towards the opponent and do a quick 360 motion + 
punch to execute a Gigas Broaker. Another tricky way to buffer the first 
360 motion is during a dash, Dash just outside of Gigas Brouker range, 
then walk forward and 360 + punch. 


RESETS 


Reset 1: After a neutral grab in the corner, juggle once with + + MP to. 
cause opponents to flip recover ond land back on the ground. Dash in 
‘ond Moonsault Press, run and Meat Squasher, or just sit back and bait 
‘opponents into doing something in which Hugo can counter. 


PARRY SET UPS AND TACTICS 


Hugo has o tremendous amount of frame advantage off any Palm 
Bomber. Use this to set up opponents; after a blocked Palm Bomber 
Hugo is pushed away, so only low pokes can hit him. Stutter step back 
‘ond forth to bait opponents into attacking, then down parry and 
‘Mounsault Press. 


Against jumping opponents, Hugo's Shootdown Backbreaker is good, 
but susceptible to being beat by certain attacks. Use an option parry in 
this situation to cover Hugo before you using an anti-nir, Before exe- 
ccufing a Shootdown Backbreoker, return the controller to neutral for 
split second. This way, when you input for the Shootdown 
Backbreaker command, you will automatically parry o potential jump- 
ing attack, then counter with Shootdown Backbreaker upon completion 
of the command. If the attacker does nothing, they are still caught by 
Shootdown Backbreaker. So if you tend to walk around or crouch offen, 
with Hugo, get into the habit of returning the controller to neutral just 
before you Shootdown Backbreaker. 


FAVORABLE MATCH UP: SEAN 


Hugo doesn’t have any one thing in particular that makes his match 
‘against Sean go in his favor. 1 has more fo do with the fact that Sean 
doesn't really have ony good way fo attack Hugo. If Hugo just stands: 
outside of Sean's longest poke range and uses plenty of MP and + + 
IAKs, there isn’t much Sean can do. Don't just stick out moves, make 
sure they hit, or else Sean can Sometimes hit back. Keep him away and 
you should do fine. If you manage to get in on Sean, that’s great, Mix 


“up Moonsault Presses and his overhead. If you don't manage to get 


close, don't worry. Hugo should have no problem winning this match 
With his superior range alone. 


UNFAVORABLE MATCH UP: AKUMA 


Akuma is mobile and can keep Hugo pinned down with a barrage of 
quick attacks and air fireballs. Hugo is susceptible to getting hit by 
Hyakki Gousoi early in Akuma’s jump ar, even when Hugo is crouch 
ing, Its hard for Hugo to react to this, especially if Akuma cancels into 
Hyakki Shuu and jumps while Hugo is still in block stun. If Hugo ever: 
does get close and scores a knockdown, Akuma can just teleport to the 
other side of the screen on wakeup, and Hugo must live with that. 


The key for Hugo to-win this match up issimple: party. There is no other 
‘way to get around Akuma’s Zarku Hadokens. If Akuma con jump in 
with a Zonku Hadoken ahead of him, he con land safely ond start a 
ground attack pattern, You can‘ let Akuma do this. Parry this attack 
‘ond don’t let him have a free jump-in, Pay careful attention to Akuma 
canceling any ground attacks into o Hyak Shu fhe does atch him 
with @ Shootdawn Bockbreaker (you must react quickly!) during the 
upward part of his ump. Be patient and don’t let Akuma pin down 
Hugo. Create openings with parries and capitalize with command grabs. 
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NORMAL MOVES 
STANDING 


LP is on incredible cose range 
poke that comes out quickly and 


short, STANDING CLOSE 
staRTUP (4 )f 


+1 JL+1 L+) 


has a huge amount of frame 
advantage after it, I's possible to 
perform walk up LP walk up LP 
repeatedly, then mix in walk up 
throw or walk up LP > MP > 
> + LK target combo for great 
ose range mind games and 


‘START UP 


Coy 


STARTUP (6) 


pressure. 


MP is a palm thrust with frome 
advantage after it, Possible to 
verity and link a Yomi-Shigure off 
this move, Good at close ranges 
when mixed in with walk up LP 


+6 


i 


and throws. If opponents thik START UP 


‘you might throw and try to tech, 
hit MP then land o super art, 


COSTUMES 
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+1 
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+1 JL? JL+3 JE 
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WW + HIS 
WH + DIS, 


Slow leaping overhead with « huge frame advantage after it. For the 
‘most part, ths move cannot be parred and punished very easly lus 
it links into Yari-Shigure. Very few normal or special moves can hit 
Ibuli offer a parry. The only option for many characters i fo parry 
‘and go strait into a super ort with o four frame or less start up. Some 
characters don’t have any way to really punish Ibuki from doing this 
move over and over. If you want to get back in after ony blocked 
string or failed attack, this is the move to use. 


This two hit uppercut is used to initiate 10 some of Ibuk’s chains. 
Unless you plan on using a chain, i's uses are extremely limited. 


startup (12) [ 


Remarkably fast with great priority; goes over low attacks 


‘START UP 
+5} +5 
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A shin kick with decent range, However, LP is a better option, 


A slide kick vith decent range. It's safe if it hits late from the right 
distance, plus i’s hard to avoid during foot games. 


startup (5) 


CS 
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CROUCHING 


++ MP is an okay poke, and it's 
possible to cancel info a super art 
somewhat late into the recovery of 
the move. It's a passable way to 
combo Yami-Shigure on reaction to. 
fit, although it's not easy to do so, 


Although diffcul, + + LK, + + LP 
is Ibuki’s most flexible opening to 
Jand damage off low attacks, 
Cnce into an EX Tumi or Yari- 
Shigure for decent damage. + + 
NIK an overall decent poke, fair 
ly fost, ond it has a good recovery. 


++ HK HK chain isthe open- 
‘ng 10 some of Ibuki’s most dam- 
aging juggles. Use it in punish- 
ment situations or when you're 
wiling to kill lexiilty for dom. 
‘age in woke up situations, If 
opponents block the sweep, chain 
info HK ond cancel into a back 
words super jump to get away 
from harm, 


JUMPING 


Jumping forward or backward 
HK has a startup of eleven 
frames, instead of the ten from 
jumping straight up. 


SPECIAL MOVES 
aida 


mute etP 


Exploding close range chi blast. Great for Ibuki’s 
most basic ond important combos. 
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STARTUP (6 ffm) 
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Kubi. Oa) 


Comes out quickly and does good damage, but isn’t 
safe. Use during foot games to catch opponents while 
they are standing up, trying to move out of Ibuku's 
poke range. The EX versions of this attack comes out 
much faster and does more damage, However, it 
remains a risky attack in general. 


Tsuji Goo 
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Air based projectile that is thrown at varying angles 
depending on the button strength used. Mostly good 
when used in a defensive manner to push opponents 
away after some ofIbuk offensive pattems and spe: 
cal attacks, The EX version throws two blades, comes 
cout faster, ond has an unusually long hit stun. Use it os 
‘on early jump-in that allows for combos afterward, 


Kasumi Gake ] 


Tsuji Goe is an overhead flip that can be canceled into 
0 Kunai, Not the most useful move, but can be valu- 
able for escapting comers, Also works as a passable 
set up to make opponents block a Kasumi-Suzaku 
barrage for block damage. 
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Thuki's chains to got close aftor failed attacks, most 
offen LK > MK. Kasumi Gake can be risky if oppo 
nents ore expecting it. If tbuki is hit during this 
moye, she fakes more damage than normal, Still, not 
bad option to help stay close, 


Tsumufi 


wzekiri has some use in juggle combos, but other- 
‘wise is limited. The EX version comes out faster and 
doesn't knock down, allowing Ibuki to come down 
with an oir attack as she descends, provided it hits, 
Italo bus only good reversal, which is impo. 
{ant fo keep in mind if you need to stop an atfack, 


etek 


b c1 

For the MK version, press MK again to add an extra 
hit, Press + during the LK / HK versions, or + + MK 
after the second hit of the MK version, 10 kick low 
instead of high. The MK version remains safe if 
blocked, and can be used as a decent poke. The EX 
version comes out faster and hits more times; good 
for Ibuki’s best low hitting non super art combo: + + 
UK, + + LP > EX Tsumuji. 


Can be canceled into « Kunai or Kasumi-Suzaku dur- 
ing its recovery. Although slow as an overhead, use 
Hien as a set up fo make opponents block a Kasumi- 
Suzaku for block damage. The EX version has hom- 
ing properties and does more damage. Decent way 
to instantly get into range to make opponents block 
a Kasumi-Suzaku or to go over projectiles and land = 
super ar. 


1st 


SUPER ARTS 
SUPER ART | 
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Great for punishing ground attacks with heavy recavery such as projec- 
tiles. Kasumi-Suzaku also does a great deal of chip damage. Use it to 
finish off opponents who are one or two moves away from a knockout. 
Ibuki con combo into Kosumi-Suzoku behind many of her ground 
chains, canceled into Kazakiri > Kasumi- 
Suzaku, It also combos after a Hien. Trick 
‘an opponent by doing the first two hits of 
1K, MK, HK chain, then concel into Hien on 
the second hit. If you catch on opponent 
blocking low, immediately Kasumi-Suzaoku 
for good damage. 


Kasumi-Suzaku has three super meter stocks, 
0 itis the ideal super art to use in tondem, 
ith EX moves, An EX Kaze canceled into 
| Kasumi-Suzaku is a solid wake up maneuver, 


ae 

Fi 

ce! 
W 


ie 


Recommended Super Art: 
Kasumi-Suzaku 


Kasumi-Suzakv provides tbuki with the most meter. She has 
‘many good EX moves that are safe and keep her playing aggre- 
sively, EX Kunoi are great ways to jump in, while EX Tsumuf is 
‘on excellent and safe ground attack, and EX Kazekiri is one of 
the best wakeup moves in the game. To use another super art 
and be without these great EX moves really slows down Ibuki, 
Additionally, toward the end of many matches, it’s possible to 
utilize the huge chip damage that Kasumi-Suzaku inflicts to fin- 
ish off opponents in an efficient, if cheap, manner. 


COMBOS YOU NEED TO KNOW 


3 HITS oHITS 
TOTAL DAMAGE: 32 TOTAL DAMAGE: 40 
= Clase LK > MK => Raida ++ HK - close HK, jugle with 


m lote = + MP (1 hit) > HP 
Verifable, Does okay damage, TS Ti (uk) 


ants Damaging juggle starting off 
TOTAL DAMAGE: 38 low attack, ul ie blocked, super 
| jump cancel the close HK to jump 

Close LP-> MP-> HP Roido Guay fo safety. Alough i does 
Good for punishment situations, less damage than super jumping 
Knocks down. canceling the close HK, then jug- 
ling with HP > MK, it knocks 

ouits down instead of pushing avay, 
TOTAL DAMAGE: 30 then resets the match, leaving 


‘buki in « position to attack while 


+ +LK, §+LP> EX Tsumuji the opponent is waking up. 


Flexible, verifiable combo that 


hits low. # + LK, ++ LP istough 9 HITS 

to link. EX angi ity safe, TOTAL DAMAGE: 54 

0 no worries off a missed + + ; 

LK, + + LE Knocks down ge ea 4 ALP > ie 
Shigure 


S HITS 
TOTAL DAMAGE: 44 
++ HK dose HK, super jump 


Verifiable way to land Yomi- 
Shigure off a low attack. Good 
damage. Knocks down. 


cancel straight up, + +HP> 7 HITS 

iM Je tring off TMEDAMAGE: 47 

Tone ae sea tr tat a ne i oi 
; Shigure 


damage as well. If it’s blocked, 
super jump cancel the close HK to 
jump away to sofety. 


Another verifiable way to land 
Yomi-Shigure. Knocks down, 
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SUPER ART II 
aestvsep Yori] 


Yoroi-Doushi is ike an option select super ort. If an opponent is within 
throw range, Ibuki hits instantly with a super version of Raida. It comes 
‘out in a single frame, so an opponent cannot jump out of it. However, if 
‘an opponent is not in range for Roida, the super art changes up and 

‘sends out a multi-hitting projectile. The stort 
up time is much greater on this variation of 
the super art, and it is hard to get all the 
hits, Yoroi-Doushi is much better as a grab 
super art than a projectile super art. Also, 
it’s difficult to land, so if you miss, you must 
resort to other means to inflic' damage. 
Yoroi-Doushi only has one super meter 
stock, so Ibuki is limited in her EX capability, 


(Con) — [te 


Bu 


TARGET COMBOS 


JUMPING HP > + + MK S 


Ibuki’s most damaging air chain. Comes out slower 

and pushes opponents back the furthest after it hits, 

making it the least flexible of her air chains. Good in 
cir juggles after + + HK > HK. 

LC 


JUMPING LK > + + MK 


Low domage two hit air chain, Fast, and doesn’t push 
{buki too far back after it hits, meaning i's easy to combo 
after when she lands. Her best overall jump in chain, 


IP> MP > + +1K 
Decent when used in combination with walk up LP 
pressure tactics. If opponents anticipate a walk up 
throw from that range, walk up ond initiate this 
combo instead to foil tech throw attempts. 


CLOSE LK > CLOSE MK > HK 
The close MK in this chain is cancelable. Don't exe 
cute the entire chain, but LK > MK by itself is a 
decent, safe, and verifiable chain that is good for 
comboing into Raida, 


(1P2/MP3/HP4 ) 


SUPER ART III 


If ony of the kunoi thrown during this super ort conned, Ibuki slashes: 
back and forth. The button used determines how for Ibuki throws the 
kunai, Also, the farther she throws them, the slower they travel. Yami- 
Shigure is a an excellent punisher of whiffed moves. It forces shotos to 


think twice before trying + + HK against 
Abuki, Yami-Shigure olso makes Ibuki’ over- 
heads more useful. [t's possible to link Yami- 
Shigute off Koube Kudoki, UOH, or after a 
properly timed Kunai, It combos easily from. 
‘many of her ground chains, ond links after 
(MMP as well as LP MP target combo. 


Yomi-Shigure only stocks one super meter, 
so performing any EX moves prevents Ibuki 


4) from using this super ort. Reduction costs 
Yami-Shigure in overall damage inflided. 
For the best results, combo off her over- 
head attacks, MP link, or from + + LK, + 
+1P > Yomi-Shigure. 


++ MP (1 HIT) > HP 


Against crouching Hugo, can be used for some inter- 
esting combos. It has a small amount of frame 
advantage after it, and HK juggles behind it. Juggle 
with bah histo reset opponent, then cancel into a 
command dash for an ambiguous ground cross up. 


JUMPING LP > ++ HP 


wo hit jump chain with good range. Can be done 
from further away than most air chains. 


CLOSE HP (2 HITS) > + + HK > HK 


Domaging four hit chain that starts off of a mid level 
attack, Although much less damaging than some of 
Ibuki’s other combo options. The super jump cance 
fable ending can help with momentum, keeping Ibuki 
‘on top of opponents after she combos. 


+ +MK > > + MK 


Doesn't combo, but ifs a passable way to get closer 
bchind some frame advantage after a blocked + + MK. 


CLOSE LP > CLOSE MP (1 HIT) > HP 
High damage three hit chain that’s good for various 
combos in punishment situations The HP in this chain 
whiffs versus most crouching opponents. 


10 HITS 


‘TOTAL DAMAGE: 53 


Close LP > MP > HP > Yori- 
Shigure 


Good in punishment situations 
Knocks down, 


8 HITS 
TOTAL DAMAGE: 51 
MP linked into Yori higure 


Ensy ond verifiable. Always look 
for o hit every time MP is used. 
Knocks down. 


CLOSE LP > CLOSE MP (2 HITS) > + + HK 
HK 


More damaging variant of tbuki’s + + HK -> HK 
chain, Slightly less useful os the second hit of MP 
tends to miss crouching opponents, but decent for 
punishment situations. I's possible super jump cancel the last HK if 
it connects. 


+ + MP (2 HITS) > + + HK > HK 


Another voriant of Ibuki's # + HK -> for HK chain, 
but lacks any real use. 


STRATESBY 


‘buki plays very well as 0 total rush down character. She has multiple 
attack strings that cancel into other attacks that allow her to keep pres- 
sure on constantly, She also plays wel in a more careful style of poking 
from a distance, only attacking when its safe, At mid-rage, + + MK is 
‘great poke. Although it doesn’t cancel into anything, use it to punish 
whiffs and stop dashes from a distance. + + MP is another decent poke 
that goes over some low attacks and is cancelable on reaction to combo 
into Yomi-Shigure, Against opponents large enough to be hit by 
Bonshou Geri, it allows you to keep them pinned down from far away. 
!t goes over any ground attacks, and is safe if blocked. In closer, oppo: 
noents might try to throw after blocking this move. Jump and hit with an 
instant oir Kasumi-Suzaku. When just outside of its range, opponents 
usually dance back and forth and poke, If you are quick enough, catch 
‘opponents wth on EX Kubi Or while they are standing, This move comes, 
‘out quickly, but it is not safe if it misses, 


{buki is more enjoyable when played with an aggresive mindset, Her 
close attack strings allow for constant pressure and a variety of mix ups. 
Koube Kuda is the perfect attack to move her in close and start attack 
ing. This move caries a huge frame advantage, and is almost always 
safe, even if porried. Hop over ground attacks to get in close with little 
fear. From this move, start attacking however you want. She is usually 
able to jump and cross up opponents, especially in the corner, Dash 
through your opponent for a tricky ground cross up, or start an attack 
string or tick into a throw. After any blocked attack string that moves 
‘buki out of range, « quick Koube Kudaki is always a good, sufe way to 
get back in lose again, 


LP is Ibuki’s fastest move with a two frame startup, It olso carries an 
‘omazing frame advantage blocked or hit. Against characters that get hit 
by this move low, LP is a great pressure tactic, Poke with jab, walk up, 
poke, ond walle up ond throw or + + LK, + + LP etc. IF you think an 
‘opponent will stand up fo either tech a throw or attempt to parry, do + 
+HK, HK and juggle. Mix it up even by jabbing a few times, then dash- 
‘ng through them and hitting them from the other side, 


Jumping MK is on excellent cross up. Afier a few ground attacks, Ibukiis: 
tisuolly pushed for enough away to be in range to cross up an opponent. 
Her jumping MK is especially good in the corner where it typically cross- 
#5 up. A great trick is to cross up opponents in the corner, then immedi- 
ately dash through them when Ibuki lands. This has the dual effect of 
‘being deceptive, and repositioning opponents back into the corner. 


‘When opponents jump in at Ibuki, she has an advantage of height, or 
Jock thereof. Opponents must perform jumping attacks late in order to 
bit her, so itis relatively easy to parry jump-ins. Parry and launch with 
HK, then juggle. Another good anti-air attack is to jump at opponents, 
‘hen option parry air throw. Its hard to beat this tactic. Ibuki scores a 
knock down, which should be capitalized on woke up with a jumping 
cross up or ony other offensive pattern. 


‘buki has many air chains that work great as jump-ins. Properly timed 
Kunai is another move to get in from the air. Hit with the Kunai to keep 
spponents in block stun long enough for her to land safely then start a 


ground chain. I’s easier with an EX Kunci, but be careful since most 
anti-airs go right through Ibuki’s Kunai. 


WAKEUP GAME 


‘Many of Ibuki’s best pokes and ground chains can be partied low, so 
Ibuki is better off either crossing up opponents, or just hanging around 
‘a waking opponent to start an attack string after the wake up parry win: 
dow. If you must attack, consider Koube Kudoki because of its relative 
safety, and frame advantage afterwards. It also hits as an overhead, 
Mix it up with + + LK, + + LP to ward off wake up porries. Ifa + + 
LK, + + LP combination is blocked, Ibukis stil in range to walk up and 
continue pressuring with LPs, 


‘When Ibuki is the one getting off the ground, she has a great wake up 
move in EX Kazekiri. It comes out quickly and beats almost all graund 
attacks. On the way down, continue to attack with either an oir chain or 
‘a Kunai. This is « good wakeup move to surprise opponents with because 
it shifts the momentum into Ibuki’s favor. However, if opponents are 
quick to reac, a Shouryuken or similar ant-cir will strike tbuki on the 
way down. If you just want to get o pressuring opponent away, cancel 
the EX Kazekir into « Kasumi-Suzaku (HP). An EX Kazekiris oso good 
for trying to attack during openings in tick throw patterns, 


ADVANCED TACTIC 1: 
SUPER JUMP CANCELING 


Ubuki can super jump cancel her HKs to allow her to follow up close HK 
with oir juggles, her HK with a jump-in, or cancel into a super art buki 
can super jump cancel HK and immediately link Kasumi-Suzaku in the 
‘air against « grounded opponent, She can also super jump cancel HK 
‘and cancel the very first frames of her jump animation into a super art 
to link Yami-Shigure on the ground. 


ADVANCED TACTIC 2: 
INSTANT AIR SUPER ART 


Kasumi-Suzaku is available to Ibuki close to the ground, almost imme- 
diately ofter she jumps. To do this instant air super art, input a super 
{jump so that it doubles as the first QCF of a super art motion, Ii does not 
‘matter that you went to » instead of stopping at -». Input the second 
QCF immediately after the super jump to initiate the super art, This is 0 
great way to foke out opponents and punish whiffed throw atfompts. 
This is especially good against characters that got hit by tbuki’s LP while 
they crouch. Tick with walk up LP two or three times, then go for the 
throw. The next time, tick with LP then use an instant air super art. 
Anyone expecting a throw gets hit by the quick fake out maneuver. 
There's another great setup to use when tbuki gets pushed away: do a 
WK, then cancel into Kasumi Goke (LK) and throw immediately after the 
dash finishes. The next time this situation presents itself, do an instant 
air super art the moment lbuki recovers and catch opponents trying fo 
tech the anticipated throw. 


SETUPS 


Ranges setups for UOH —> super art 


Against small and wide sized characters: 
(+ + LK, MK), UOH > Yomi-Shigure 
(LK > MK chain), UOH > Yomi-Shigure 


Against Oro: 


No setup i required, UOH ~ Yami-Shigure works in close on 
crouching Oro. 


RESETS 


If Ibuki connects with a + + HK, HK chain she knocks opponents into 
the air. One possibilty i to super jump cancel and air combo, or reset 
opponents on the ground and go for an ambiguous cross up. As an 
opponent comes down, juggle from the ground with either MK or + 
MP, HP forget combo, Cancel the hit into Kasumi Goke, Mix-up the dis- 
tances of the command dash to confuse opponents when they land. Hit 
with another + + HK, HK chain fo repeat this trick again and again, 


(Hugo's size allows him fo-be-crossed up easily) ond ground chains to 


a 
PARRY SET UPS AND TACTICS = - 


Ibuki hos an oir throw that can be used effectively as an oit-to-air option 
with an option parry. Tap -» before Ibuki is in throw range. If the oppo- 
nent did on attack, tbuki will parry, then air throw. Without the oppo- 
nent’s attack, it simply turns into throw. 


The lost hit of LP > MP > HP target combo tends to whiff on smaller 
‘opponents. They may react to this and try to retailiate. Down parry that 
attack and counter, 


GROUND CROSS UPS 


Ibuki can cross up Chun-Li, Makoto, Twelve, Alex, Ryu, Ken, Seon leo, 
Dudley, Oro, Neco, Hugo, Uien, and Akuma in ony corner. 


Ibuki con cross up every character mid screen 


FAVORABLE MATCH UP: HUGO 


When one of the fastgst characters in the game matches up against one 
of the slowest, the foster character'typically is able to run rampant, and 
Ibuki vs. Hugo is no exception, Keep attacking with multi-hit jump-ins 


keep Hugo pinned down and unable to move. Attacking early in the air 
will beat any Shootdown Backbreaker attempts, and still permit Ibuki to 
connect with the second hit of an air chain to keep her momentum going 
1 she lands, 


Against Hugo, be on guard against random down parties. Many of 
{buki’s offensive patterns start with mid attacks that can be partied low. 
If Hugo starts to threaten Ibuki with porries, back off « bit and annoy. 
him with her oir supremacy. Jump in with EX Kunal to create a safe 
opening to start a ground chain, and chip him as often as possible with 
Kasumi-Suzaku, 


3) HITS 
TOTAL DAMAGE: 72 
WORKS ONLY ON CROUCHING HUGO 


LP > MP HP chain linked into MK > EX Kazekiri, ond link LP > 
HP air chain on the way down; land and! EX Kazekiri => Kasumi-Suzoku 


UNFAVORABLE MATCH UP; CHUNLLI 


Expect Chun-4i to out reach and out prioritize most of tbukis ground 
pokes, Fighting from a distance is hard agoinst Chun-ti, but fighting 
from up close isn't ony easier. Many of Ibuki’s important normal attacks 
and ground chains whiff over a crouching Chun-li, It fs hard to keep 
pressure on her. She also hos one of the few normal moves that can 
counter a parried Koube Kudakt, Worse yet, she can concel thot move 
{nto a Houyokusen for a ton of damage on Ibuki. Chipping Chun-Li with 
Kasumi-Suzaku is also not an option as she hits Ibuki with Honky ~ 
during her recovery. 


For Ibukito win this match up, sh 
+1MK Houyokusen, Jump in with EX pao 
safe offensive pattern you can fram ae As soon jt 
pushed afi bit away, ifs not worth the risk to a lem an att 
Tong suk rains in age of ‘ours em coy 
oko at her, Get back fo safe distance, then jump in ago 
in EX Kundi, 
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NORMAL MOVES 
STANDING 


INK comes out quickly, covers 0 
large area and is useful against 


‘anticipated jumps at close range, 


HK is 0 great poke that moves 
Ken forward sigh, has good 


range, and does heavy damage. 
From further away it goes over 
low attacks and beats them 


cleanly. Be careful though, it 


must hit because if it whiffs 
you're going to fake damage. 


START UP 

$2 )0 
‘GUARD /1/L 
PARRY (Ht 


START UP 
4 2 | 
-| (GUARD /H/L 
PARRY (“H 


Two hit overhead with frame advantage. Fairly slow start up, but the 
ability to link o super art after it hits cannot be overlooked. Good in 
‘ony mix-up situation, whether ifs after a blocked cross up or done 
when the other player is waking up after a knock down, 


A lunging overhead kick that moves Ken forward. The overhead kick 
itself can be canceled, giving you the ability to mix up with a throw 
‘or + +LK (x2) to keep opponents guessing. However, Ken goes into 
‘a small, noticeable recovery when you foke this move, which is open 
to attack from a player with fast reactions. The overhead itself is also 
not safe if blocked. 


Alunge kick that moves Ken forward. Due to its long 
stort up, ifs easy to see coming, making it somewhat 
easy to parry. It also carries a slight disadvantage if 
blocked, leaving you in no position to start a real 
offense, Some players use this to their advantage as 
bait for option select parries or a “psychic” Shouryuken, 


but this is risky. 


STANDING CLOSE 


lose MP is « good poke with STARTUP (4) 


frome advantage off of it so itis ea 
good for tick throw setups and 
other mix-ups. For example, 
after a blocked MP hesitate, then 
wolk up and MP again (Or + + 
LK (x2)). The trick is to make it 
look like a throw attempt, that 


will lead to an opening, START UP. 
+12 

GUARD /(‘Hi/L 

POLISH) | PARRY (11 


STARTUP (6 J 


20 JC +2) BS : 
GUARD /(1/. 
PARRY ( 


dH+¥W+ dl 
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CROUCHING 


# + UC hos many uses. I is a 
quick poke that can be used for 
fick throw setups and mind 
games. After a blocked + + LK, 
you have many options: throw, 
esitate and + + LK (x2) follow 
up, dash back and punish a reac- 
fion, etc. It chains into itself, so 
iS possible to combo + + LK 
(42) into ony super ort, 


++ Kis Ken's best poke for mid 
range fighting. It combos into 
Shippu-Jinrai-Kyoku from long 
range to punish whifs orto apply 
presure, 


Use + + HK to punish whiffed 
normals when you lock super 
moter, It comes out fast and 
Knocks down, but has terrible 
recovery. It’s vulnerable to com- 
bos if blocked close, and some 
super ort from futher away. 


JUMPING 


Jumping Jab 


Coe 


rol? 
‘START UP 


SPECIAL MOVES 
Hadouken 


aap low Job SILK Low Short 
STARTUP (4 STARTUP (4 
(3 3 3 4 
GUARD (H/L| | ‘GUARD(L 
| [PARRY (‘H/ PARRY (“L 
WMP low Strong, GIVI Low Forward 
(start uP Con STARTUP (6 (fp 
321 II 
GUARD“ 
[PARRY (L, 
HWK Low Roundhouse 
STARTUP (7 
awe 
| (SuARD/" | 
[PARRY (“1 


Use jumping HP to get in safely. If opponents block, you have significant frame advantage to set up a throw 
‘some mix-up Into a super art. For instance, jumping HP land and hesitate, making it look like a throw setup, 
then + + LK (x2), super art. Jumping HP also hos the property that if it’s executed at the latest possible 
moment before hitting the ground, itis totally safe from any ground parry attempt, 


Jumping MK is arguably the best cross up in Street Fighter Ill: 3rd Strike, Because its hit box is so large, it can- 
not be crouched under (unlike Ryu’s cross up). When opponents are waking up, making them block a cross up 
gives you o fairly large frame advantage to work with, putting you into prime mix-up position, 


In some ways, this is Ken’s ideal poke, Because of its 
limitless ronge ond the speed at which it travels, 
characters trying 1 play a normal foot games cannot 
make this poke whiff, they must deal with it in some. 
shape or form. Because of the semi-slow start up and. 
its heavy recovery, Hadouken is a fairly risky move 
to do at mid range, the range you would normally 
want to perform it, Many characters, like Chun-Li, 
can hit Ken with a super art, hit or blocked, during 
the recovery of a normal Hadouken. Parrying also 
reduces the usefulness of this move since opponents 
‘no longer need to block or jump over the projectile, 
They can just top forward to nullify it altogether. This 
makes throwing a Hadouken ot the wrong time a 
‘gome-losing decision, The EX version is only slightly 
better. Although it hits twice, knocks down, and trav- 
cls faster, itis still unsafe versus some super arts if 
blocked at point blank range. 


Tatsumaki Senpuu Kyaku 


tee tk 


On start up, it hos a small window of invulnerability, 
siving it the ability to consistently beat opponents’ 
cttacks. The HP version of Shouryuken is ideal as 
conti oir with its forge invulnerability window ond 
smultiple hits. the EX version hits 4 times, moking it 
harder to parry if someone is jumping in on top of 
you. Shouryuken (LP) is useful for dealing damage. 
Many of his most flexible and damaging combo 
options use the Shouryuken (LP) because of its mas- 
sive range, high damage, and the ability to juggle 
after it with another Shouryuken, 


+/+ HK Jumping Roundhouse 


START UP 


a 


ee 


| (SuARD (| 


PARRY (HJ 


++ MK Tajsumaki Senpuw Kyaky combos versus a crouching character, however if is blocked; the 
Totsumaki Senpuu Kyaku completely whiffs leaving you open to atfack. The EX version hos the same proper- 
fies, but does more damage and hits more times. The jumping version of this move's value lies ints ability 10 
change the ore of Ken's jump. This comes in handy when trying to get out of corners. The EX version ofthe jump- 


ing Totsumaki Senputy Kyaku 


different story altogether. If done during the downward arc of a jump that 


would normally land iq the front of an opponent, the EX version carries Ken over, hitting from behind and cross- 


ing up. After its, op 


THROWS 


immediately put into a fuggle state, allowing follow ups for more damage, 
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SUPER ARTS 
SUPER ART | 


tus txoeP 

Compared to Ken's other super ars, Shoryu-Reppa isnot a good choice 
in high level ploy, Although it is easily comboed into and does more 
damage than Shippu-Sinrai-Kyaky, itis no where near os useful. The 
extra damage it inflicts does not make up for the greater length of the 
super meter. Shoryu-Reppa simply does not 
compare with Shippu-Jinrai-Kyaku when it 
comes to Kens ground game, and Shnryu- 
Ken is superior as ant ci. 


Recommended Super Art: 
Shippu-Jinrai-Kyaku 

There is no question that Shippu-Jinrai-Kyaku is Ken’s best 
super art. It provides the ability to control spacing from max 
range and in close. Any mistake from opponents can lead to 
a super art. It makes laying a methodical ground game with- 
out any guesswork possible. In addition to all its great fea- 
tures, it holds three stocks of super meter, allowing the free~ 
dom to use an assortment EX moves in addition to keeping 
the threat of Shippu-Jinrai-Kyaku. Shippu-Jinrai-Kyaku 
works with almost any style of play, from hyper-aggressive, 
to an all out turtle game, 


COMBOS YOU NEED TO KNOW 


+ + MK EX Hadouken 


Safe low combo using on EX 
move, Knocks down. 


4 + UK, + + LK > Shippu- 
Jini Kyoku 


Flexible, verifiable way to land a 
super ar If + + UK (x2) is 
blocked, Ken remains fairly close 
‘nd has o sight frome advantage 
to work with to mount another 
offense. Walk up throw, short 
walk up + 4+ MP linked ino 
Shippu-inrai-Kyaku, wolk up 
dose + + LK (x2) > Shippu- 
Jinri-Kyoku, or walk back a step, 
Universal Overhead linked into 
Shippu-Jinrai-Kyaku are all affec- 
tive patterns in this situation. 


Close MP_-> close HP > 
Shouryuken (LP) 


Ken’s basic, verifiable combo. In 
the corner, juggle with a kara 
canceled Shouryuken (LP) for an 
extra 17 damage. Knocks down. 


Close MP > Shouryuken (LP), 
juggle with onother early kara 


canceled Shouryuken (LP) $+ MK Shippu ina: yaku 


Good way to punish whiffed attacks 


High damage non super combo. 
for solid damage. Knacks down, 


Good for punishment situations. 
Knocks down, 


+ + MP linked into Shippu- 
Gooss up jumping EX Totsumaki —_Jinra-Kycku 
Senpuv Kyoku, land, dosh for- 
ward; os soon as possible, juggle 
with Shouryuken (LP), when Ken 
recovers, immediately juggle with 
a kara canceled Shoryuuken (LP) 


Verifiable way to lond o super 
crt. Useful in situations when you 
‘are too for away to land + + LK 
(x2) > Shippu-Jinrai-Kyoku, 
petal set ups offer a 
blocked attack. Knocks down, 
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SUPER ART II 
“exe b> + K (tap K rapidly) Shinryo-Ken| 


Shinryu-Ken is one of the best anti-air super arts. After it connects, mash 
the kick buttons for extra damage. You can vary the timing of the start 
the super art from early to late in a jump in to confuse parry attempts. 
Shinryu-Ken remains effective at all times, and is invincible on the way 


——————— Pa blow through cir projectiles 


[of from characters like Akuma and Ibuki. 


Shinryu-Ken combos easly off of Kens to. 
get combo or ++ LK (x2), If you ae within 
afew + +LK’s distance, punish throw whiffs 
with + + MK > Shinryu-Ken, 


The biggest drawback to Shinryu-Ken is that, 
i must be used in close, Although itis excel- 
lent if used os anti-air, Ken doesn’t really: 
hove the ability to pressure opponents into 
jumping at him, Outside of a few + + LK’s 
distance, Ken is never a real threat to do big damage. Most characters 
‘are free to poke from medium distance without fear of retaliation, Ken 
must play aggressively to get inside and create opportunities to land this 
super art, or he must be defensive and bait jumps so he can unleash an 
ant-cir Shinryu-Ken, 


CLOSE M ( HP 


Two hit command chain with o cancelable last hit. It 
is Ken's only verifiable way to land damage without 
4 super art. Shouryuken (LP) ond Shippu-Jinra- 
Kyokuu both combo off of this chain for solid damage. 


Close MP close HP —> Shippu- 


Close MP > Close HP > 
Jinrai-Kyoku Shinryu-Ken 
Verifiable way to lond « super. Verifiable way to land 
Knocks down, Shinry 

mid level hit. Knocks 

down. 


Inazura Kokato Wr linked into 
Shipu-linri-Kyoku cf 
4+ LK, + + LK > Shinryu- 
Ken 


Verfiable ond flexible 
way to land 
Shinryu-Ken off of a 
low attack. ‘ 


High damage combo starting off 
of Ken's command overhead, 
Verifiable. Knocks down, 


close HP > Shouryuken (MP) 
> Shippu-Jinrai-Kyaku 


High damage super combo. Best 
way fo deol damage with a super 
art if the combo is guaranteed. 
Good for punishment situa- 
tions. Knocks down. 


SUPER ART III 
Beeson = Shippu-Jinra- Kyoko) 


Shippu-Jinrai-Kyaku is one of the best super arts in the game, The bar 
is short and holds three stocks. it combos verifiably off of all of Ken's 
important moves. It comes out quick enough to punish moves and is 
deadly from all ranges. I's possible to hit confirm it off of + + Ls, tor- 
get combo, + + MP MP his special normals, 
HP and Straight. With all these options, Ken 
—| hos high and low options as well as close 
‘and far options to land this super art. If you 
wont fo play it safe, you never need to get 
inside of an opponent's throw range 
because Ken can go into. Shippu-Jinra- 
Kyaku from + + LK (x2) or + + MP. 


Ken's up close options are incredible, but his. 
ability to control space from just outside of 
his maximum range with + + MK > 
1 Shippu-Jinrai-Kyaku make it « dominating super ort. Keep people out of 
ange with + + MKs while buffering super art motions, When just out 
side of maximum range, if opponents dash in or try to poke af the same 
time, Ken's + + MK hits and the super art automatically executes. A per- 
fect time to try this is after o teched throw attempt. Ken is positioned at 
the perfect distance to buffer + + MK > super art safely. Stay just out- 
side of range with enough super meter and wait for an attmpted attack. 
IF Ken is positioned just right, counter the whiffed attack as it retracts, 


eater ee 


wear eravar 


STRATEGY 


Aen’s general strategy revolves around londing Shippu-inri-Kyaku 
sepeatedly. It's important to keep at least one stock fee memter 
‘eat to go. When you have less than one and a half stocks, don’t use a 
super art even in a guaranteed combo situation, When Ken doesn’t have 
enough meter for a super, he loses his ability to control space from mid 
‘long distances, Also, from up close, Ken cannot do any significant dam- 
‘age starting low, so he is at risk for a high parry of his target combo, 


When you lack sufficient meter for a super art, counter attack whiffed 
Sinbs with + + HK, and pressure with HK. Don’t miss here, or you are vul 
erable to counter attack. Once you are able to get in lose, via knockdown 
ex a jump in, cycle between throw setups, the target combo, and over: 
beads, Since you are at risk for high porries, mix it up with dash backs, For 
asionce, + + LK (atypical tick fen setup), then dosh back instead of 
‘hrowing. Look for movement from the character, such as a whiffed tech 
‘throw attempt, and punish it with a + + HK. If they did nothing and con- 
Save to. Wok low, dash back in and either throw or target es 


Some good throw setups with Ken are: 


++ LK, walk up throw 

++ LK, crouch and hesitate, kara throw 
++ LK, whiffed LP walk up throw 

P throw 

MP walk up throw 


When Ken has enough meter for a super art, he becomes a dominatin 
ground presence rivaled only by Chun-Li, Ken's & + MK has the Veoh 
and priority to beat out most ground attacks. Keep opponents from. 
‘spproaching on the ground by zoning with this move. It's possible to use 
++ NK super ort against many actions on reaction, such as dashes 
nd forward-moving special moves. The idea is to bait « low attack by 
moving just in and out of the opponent's maximum poke range. Make 
‘appear as if you could be hi, then counter attack during the recover 
ane whiffed move. This should instil fear in opponents on the ground, 
smoking it easier for Ken to get in, if that’s your plan. Ken is so eve 
from maximum footsie range that you may decide to fight the entire 
match from that distance, This can frustrate opponents, especially those 
characters that-must be in close to fight effectively, 


With his ability fo out range and zone opponents, many may resort to 
jumping to goin a ace position, Ken has plenty of anti-air options: 
‘o dea! with airborne opponents. Shouryuken (LP) beats all jump ins, 
‘ond has the ability to juggle with another Shouryuken (LP) for nice 
domage. The Sher must be done late to cit the damaging 
juggle. At only one hit, this move is parry bait. Is best to Shouryuken 
‘LP) only when you see the jumping opponent thrav out an attack fist, 
oat (HP) on the other hand is 3 hits (4 on EX). Vary the timing 
to throw off parry attempts and you have a solid anti-oir idee Mix 
‘tup ond dash under opponents from time to time. If they committed to 
‘on air attack, they cannot block when they land, Dash under and either 
+ + LK (x2) or target combo = super art. 


Agoinst airborne opponents, Ken has arguably the best air to air move 
inthe game, jumping EX Taisumaki Senpuu Kyoku. It hits multiple times 
nd sets up a juggle state. I's possible to either combo with Shouryuken 
(LP), or set up a reset situation, Even if opponents manage to parry 
every hit, Ken is usually safe from any relation can be used effec- 
fively os onti-oir as vel ‘As soon as you see an opponent jump, super 
jump towards them and EX Tatsumaki Senpuu Kyaku immediately. 


‘An aggressive Ken player should have no problem getting in from the 
air. Ken has 0 late jumping HP which is unpunishable from the ground 
if parried. If opponents block the punch, hesitate until they are out of 
block stun, then mix it up with throws, + + LK (x2), and target combo. 
He also possesses one of the best cross ups in the game in jumping MK, 
If the cross up is blocked, go into any one of his numerous up close pat- 
erns similar to his wake up game. One trick that is sure to work a few 
times is to immediately do Inazuma Kakato Wari upon landing from the 
ross up. The natural reaction of defending players is typically to block 
low after a jump in, so they are open to an overhead attack. 


WAKEUP GAME 


After a knockdown, apply pressure with Ken's mix-ups. Turn any mis- 
toke from opponents info an opportunity to land a super art. Ken has 
sufficient low and high options, and overhead attacks, that lead into 
‘super arts, Change up your pattern offen to discourage opponents from 
‘attempting to parry. Once you train them to block on wakeup, go ahead 
and throw. If opponents are worried about potential throws, they often. 
‘ry to tech them. Attempting to tech a throw at the wrong time will be 
‘on opening for you to land a super art, Start any tick throw pattern and 
change it into a super setup. For exomple; 


4+ 1K, + MP super art 

++LK, crouch ond hesitate, + + LK (x2) super art 

4+ LK, whiffed LP + + LK (x2) > super art 

++ LK, MP super art 

LK, target combo * super art 

MP + + MP super art 

+ + LK, dash back + + MK > super art 

Ken hos many quick fake out maneuvers used to trick people on wake 
up. For example, whiff o stonding LP over an opponent's head right 
before they get up, then immediately throw. The missed move makes it 
look like you are going for something other than a throw, leaving oppo: 
nents open for one, Next time on wake up, whiff the LP and they might 
‘anticipate the throw, so instead use + + LK (x2) > super art. You con 
do the some sequence with a whiffed + + LK into throw, then do a high 
attack that is verifiable into a super art. Ken's kara throw is also pretty 
good for foke outs, He can kara throw from one low shorts distance 
‘away. After a kara throw in the corner, Ken is at his maximum range to, 
kara throw again, The range is deceptive, Just stand there for a second 
‘and do nothing, then surprise opponents with another Kara throw. 


Ken's + + MP link > super art must be mastered. + + MP is fast and 
has high priority. It is safe enough to use often in close mix-ups. The key. 
to playing Ken is to capitalize with a super art after any landed hit. Ken 
thas the ability to ink or concel into super arts off of almost any poke. 
+ + MP his most important link. Learn it and use it often, 


ADVANCED TACTIC: KARA SHOURYUKEN 


W's possible to kara cancel + + HK (or + + MK) to increase the range of 
Shouryoken (LP): The extra rang lows Ken o combo fo Shouryuken 


(LP) in situations where he normally couldn't. The command input for 


this is: + + + HK, x + LP It is difficult 10 do consistently, but if mas: 
tered, can really benefit your game. In many instances you create open- 
ings to land + + MK super art from close ranges. Instead, if you do 
+ + MK ‘Shouryuken (LP), ae Shouryuken, not only will you do more 
damage, but you save super meter. In those instances where you are 
cz and you bait ted on visa of HK spe, 
gofor + + MK Shouryoke (LP), kara Shouryuken, 


SETUPS 


Ranges setups for UOH > super art 


Against small and medium sized characters 
(4+ LK, + + MP), UOH > Shipou-Jinrai-Kyaku 
(HK), UOH — Shippoinri-Kyak 
(Target combo), kara UOH — Shipu-Sinri-Kyoku 
(Close MP + + MP), kara UOH > Shippulini-Kyaky 


Against medium sized characters 

(Close MP, LK), UOH > Shippu-tnrai:Kyoku 

(+ +LK, dosh back), UOH > Shippu-Jinrai-Kyoku 
Against wide characters: 

(Close MP + + MP), UOH — Shippu-Jinrai-Kycku 

(4 +LK (x3), UOH > Shippu-tinrai-Kyaku 
Agoinst Hugo, Elena: 

(Target combo), UOH -> Shippu-Jinrai-Kyaku 


Against Oro: 


No setup is required. UOH — Shippu-Sinrai-Kyaku works at close 
distance on crouching Oro, 


AMBIGUOUS CROSS UP SET UP 


Shippu-Jinrai-Kyaku leaves opponents af the perfec distance fo set up 
‘on ambiguous cross up. After connecting with Shippu-Jinrai-Kyaku, hes- 
itate a split second, then super jump towards your opponent, timing iff 
so that you land at the exact moment they get up. Ken lands right on 
1p othe, moking afc a deleming on wih Sieh ads, 
Before jumping, move a tiny step forward or a tiny step backward to 
further ate jour opponent, When Ken lands, immediately start his 
target combo. This gives you enough time to determine what side Ken 
is on so you can verify a hit and combo into super art. If you have 
another super meter ready 0 go, repeat with another super ioe The 
idea is to force opponents fo guess on what side Ken will ie 


RESETS 


Reset 1: Alera jumping oir to ir EX Totsumoki Senpuu Kyoku, stand 
LP to reset, then: tot forward. Ken dashes up to opponents right as. tay 
recover on the ground. From there, you have the advantage to attac 
first from close range. You can throw, + + LK (x2), target combo, or 
dash back ond counter. 


Reset 2: After a cross up oir EX Tatsumoki Senpuu Kyaku, MK to reset, 

then dash forward. From there, Ken is at a perfect distance to super 

jump and cross up with another air EX Tatsumaki Senpuu Kyaku to. 
«tepeat the process, 


PARRY SETUPS AND TACTICS 


In wakeup and up-close situations, you can option parry on any of the 
hesitation or tick throw setups. Start a tick ae setup with + + LK, 
bring the controller back to neutral, then tap down. If the opponent 
stuck out a low poke, you will parry it. Take advantage of the situation 
cand launch into + + MK — super art. IF the opponent did nothing, con: 
finve on attack pressure or throw. 


Keon can cros up the fllowing characters in any corner 


Twolie, Alex, Dudley, Neco, Hugo, Uren 


Ken can cross up Chun-Li and Elena only in his own corner, 


FAVORABLE MATCH UP: YANG 


Ken can have an easy time against Yang if he is patient and has quick 
reflexes. Ken's + + MK out ranges Yang, making it hard for Yang to get 
in close on the ground, AMhoug ‘you cannot just stick out + + MKs ran- 
domly (Yong can retaliate during the recovery with EX Tourou Zan), Ken 
must patient and keep Yong from getting close, Yang cannot use EX 
Tourou Zan to get in on Ken because i ne Ken can unleash Shippu- 
Jinai-Kyoku 


Ken must be aggressive and win the firs! round before she builds super 
meter. After that, Ken must be extremely patient and caraful. Chun-Li is 
Similar to Ken in that ony connected hit can lead to a super art. Ken. 
must defensively, but cannot let Chun-Li pressure him into the corner. 
Jumping HP is a good way to get close to Chun-Li when she is contral- 
{ing the ground, Get in close that way and try 0 mix-up pattern to land 
‘super art, If you are able to get close to Chun-Li, know her maximum 
ranges. After + + LK (x3) you are just outside of her + + MK range. 
Bait her to stick out + + MK and use HK to counter it. You can do the 
some after a blocked target combo. If you are quick enough, punish her 
++ MK with a + + MK super or. 
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EZ 


Hlahata 


NORMAL MOVES 
STANDING 


Inds, MPis foros for wake STARTUP (40) 


up games, with. large amount. 
of frame advantage after it, 
callowing Makoto to verify and 
link « super art or LK > Hayate 
(UP) after it Also. good for 
Karokusa ticks if blocked. 


START UP 


er PARRY (1 


Famer or (Cats) 
(C3 C1) eg) 
i | 


COSTUMES 


dH *+¥W+ dl 


dH + unis 
MW + DKS 


STARTUP (9 (fe 


+2 }L_+3 IL 4 


GUARD (1i/L a | (UARD // 
| ane (i Slax) 


Koruna has a slight amount of  Astraight with exceptional range. A toe kick that moves Makoto 
frame advantage after itond con be Decent in foot games if used forward and serves as an okay 
linked into a Seichusen-Godanzuki. sparingly. Poor recovery and poke up close. Use for starting 
Decent poke at close ranges. stort up, so use with caution. resets offer an EX Hayate. 


Cancelable, but no real uses. 


‘START UP START UP 
LD 


GUARD ("| 
DRE] [PARRY (1) for a move with such good range. 


Two hit punch extension at the end of the Shimoki, Passable damage 


Turning sweep with good range. 
it's hard to avoid during foot Hold HK to “foke” (cancel) the 
games. attack, allowing Makoto to mix in 
her command grab. 


CROUCHING 


+ + MP is a decent, cancelable 
poke. Use it outside of an. oppo- 
sents poke range while finishing 
‘he input for a Hayate. If the oppo- 
‘sent dashes or hits a button, + + 
MP hits and cancels into Hayate. + 
+ HPis an okay sweep with decent 
songe ond executes quickly. Not a 
safe move, if needs to hit. Use it to 
punish whiffed attacks. 


++ IAK has great priority, beat- 
Jog many random normals. It has 
slight frame advantage after it, 
and links into Seichusen- 
Godanzuki. + + HK has good 
fonge and covers a ridiculous 
smount of spacé. Safe to do if 
you correcily anticipate a jump 
aftr comboed Hayate, 


JUMPING 


Jumping MK is 0 decent cross up 
end a good addition to Makoto’s 
sffense, Use the frame advantage 
fier ifi’s blocked to set up oppo- 
seals for a Karakusa mix up. 


Jemping HK has fantastic priori- 
% great range and executes 
suitkly. It also serves as wonder- 
Monti-cir. 


SPECIAL MOVES 


44 MP Low Stron 
START UP 7 jf 
al Oe 


t+ 1P Vertical Jab 
STARTUP (9) 
a | 

C] 


4+ HK Low Roundhouse 
STARTUP (10 )ffa] 
Ds 
“Fly (GUARD (1/1 
= PARRY (“1 


Hayate is a quick dash punch with great range, but 
leaves Makoto vulnerable if is blocked. The button 
strength determines how far the attack goes. The LP 
version can be added after ony of Makoto’s cance- 
lable normals. After it hits, Makoto has a slight frame 
advantage, the perfect window 0 start a mix up 
game, Karakusa or + + LK > Hayate again are 
oth good in this situation. Its also possible to link a 
Seichusen-Godanzuki after the Hayate, The EX ver- 
sion has more range, knocks down, and is safe if 
blocked. 1's possible to juggle after the EX version if 
ithils in the corner, although what you're able to do 
after itis very character specific. After pressing QCF 
+ punch, hold punch and press a second punch but- 
ton to cancel the Hayate. If you hold punch without 
canceling, Makoto yells out and poses before she 
executes Hayate, To do a special taunt, press HP + 
HK ofter hitting an opponent, 


‘Awkward anti-cir uppercut, but super jump cance- 
lable i it hits. I 
mannerand inflicts a remarkable amount of stun 
damage. Good for juggles after a connected Abare- 
Tosanami, The EX version moves forward slightly, 
‘making it easier to land as an anti-ai. 


au eeeek Karakusa 


‘A command throw that allows moves to link after it 
Hor entire offense can revolve around landing this 
‘move, This is vite to Mokoto’s mix up game, and can 
Jead to major damage with a super art or a number 
of rests after a.normal Hayate hits, 


____ tou 


ou (GUARD | 
Eines [ary (i) 
+ + HK Jumping Roundhouse 


START UP ame 
—y— 1 — el 


le GUARD/ 1 


PARRY (4. 


Fairly slow overhead attack, but super art cancelable, 
The EX version knocks down and gots on unbeliey- 
cable speed increase, making it easily the game's 
fastest overhead. A terrifying move to deal with in 
‘woke up situctons. 


THROWS 


=+1P+1K  Arciso 


‘Ajumping axe kick with slow start up. Fairly hard to | 
parry as a jump in ond can be us iggles after 
Tonding a Abare-Tosonumi. The EX version gets a 
major speed increase. Good if used the second 
Makoto leaves the ground for a jump, making it a 
foirly fost overhead that’s safe, 
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SUPER ARTS 
SUPER ART | 
SSS e seep Sider odena] 


Seichusen-Godanzuki hits for big damage when linked off o normal 
attack. Is possible to verify Seichusen-Godanzuki from linking: MP, + 
+ MP + +K, dose HK, ond Hayate. Linking off of a Hayate gives 
‘Makoto the ability to land « super orf from o full screen away with one 
hit. Punish whiffed pokes with Hayate 
linked into-a super art, + + MK iso high 
priority low poke, as is MP at mid level. 
These links ore useful for landing 
Seichusen-Godanzuki. Makoto doesn’t have 
‘any low attack to verify a hit to combo into 
Seichusen-Godanzuki. However, + + LK 
links into Seichusen-Godanzuki up close, so. 
Use it to punish whiffs and throw attempts. 
Seichusen-Godanauki is generally on all 
around good super for Makoto because of 
its numerous combo opportunities, 


Seichusen-Godanzuki only stocks one super, 
so EX moves are generally out of the question if Makoto’s goal is to land 
‘a super ort. If this super art hits Yun or Yang in the corner, they recov- 
er in time to hit ako with Sourai Rengeki and Tenshin Senkyutai 
before she recovers from her last ht. 


Recommended Super Art: 
Abare-Tosanami 

While Seichusen-Godandzuki is a good super art and gives 
Makoto many chances to land damage off many of her best 
moves, it just doesn’t carry the same raw intimidation factor 
that Abare-Tosonami does. With Abare-Tosonami stocked and 
ready to go, Makoto is just one Karakusa away from stunning 
opponents. The damage she can inflict with the combos and var- 
fous resets is incredible. Makoto rushing down is a fearsome 
thing. When opponents try to avoid a Karakusa it leads to 
Makoto landing damage on opponents without using her super 
crt, Hit them as they jump away from an anticipated Karakusa, 


COMBOS YOU NEED TO KNOW 


2 HITS 3HITS 

TOTAL DAMAGE: 18 TOTAL DAMAGE: 30 

++ 1K Hoya (LP) Karokusa linked into an early HP 
> Hayate (HP) 


Makoto’s only low combo worth 
doing, but still not safe. I it hits, 
she has frome advantage to work 
with, allowing you to put oppo- 
nents into a 50/50 situation with 
a throw/attack mix up. 


SHITS 


TOTAL DAMAGE: 29 
MP linked into LK > Hayate (LP) 


Solid and very easy option off of 
Makoto's command throw. 


SHITS 


TOTAL DAMAGE: 38 


Korakusa linked into on erly HP 
> EX Hayate 


Slightly more damaging option 
off of Makoto's command throw. 


Flexible, verifiable way to land a Knocks down. 

Hayate (LP). IF MPs blocked, use 

the frome advantage to stort © HITS 

‘another mix up. Going straight TOTAL DAMAGE: 76 

into a Karakusa or + + LK > IK linked into Seich 

Hayate (LP) are both effecve in & + MM linked into Selchusen- 
Godanzuki 


this situation, 
Safe, verifiable way to land 
Seichusen-Godanzuki. 


SUPER ART Ill 
aeeiesep anderen) 


When Makoto activates Tonden-Renki, she glows red and powers up, 

resulting in all attacks infliding 75% more damage until a timer expires. 

However, Makoto loses the ability to block during that time. This super 

‘ort is meant for Makoto fo go on an all-out offensive rush. Expect any 
‘smart opponent fo go on an all-out offen- 
sive rush on Makoto during Tonden-Renki 
If Makoto isn’t the one doing the attacking, 
she must anticipate and parry any incom- 
ing attacks. Makoto must score hits, and 
quickly, or else she is going to be helpless 
versus random attacks. Comboing into 
Tanden-Renki for massive damage is only 
possible in very specific situations by can- 
celing her Fukioge. 


SUPER ART II 
asetseek Abate esoont] 


The last punch can be canceled into either a dash or a super jump, set- 
fing up juggles and reset situations. The ability to combo after the super 
artis what mokes Abare-Tosanami one of the game's most deadly super 
rts, Even the most basic combo starting from her Karakusa fills almost 
90% of the stun gauge on most characters. 
It is 0 guoranteed stun on Akuma and 
Remy, which leads to easy “the match is 
cover” combos, Against other characters, 
‘Makoto con reset and do 50/50 mix ups 
that can stun and lead to huge damage. 


Abare-Tosanami combos off of Karakusa 
‘onywhere from the corner to mid screen. If 
‘an opponent is hit ot least once before 
landing a Karokuso, a full Abare-Tosonami 
combo is almost certain to stun, Against 
crouching opponents, combo into Abare- 
Tosanami behind Oroshi (MP), Oroshi hits 
4s an overhead and is hit confirmable. 


The HK version of Abore can be used to go over projectiles and punish 
characters from a full screen away. Makoto is vulnerable as she jumps 
vp to the wall before starting the super art. If she is hit before reaching 
the wall, she does not initiate a super art freeze, so no super meter is 
lost. Abare-Tosanami stocks two supers, ideal for EX use while keeping 
the threat of a super art. 


TARGET COMBOS 


+ + MK HK 


‘An awkward chain that doesn’t combo. However use 
it 05.0 way to tick into Karakusa if opponents start 
‘anticipating the HK follow up to the target combo. 


8 HITS THITS 
TOTAL DAMAGE: 76 TOTAL DAMAGE: 82 

NMP linked into LK-> Hayate (LP) MAKOTO GRABS OPPONENTS 
linked into on early Seichusen- — yHHILE CORNERED OR NEAR 
Godonzuki THE EDGE OF THE SCREEN 


Flexible, verifiable way to land @ — Karakusa linked into an early 


Seichusen-Godanzuki. Knocks HP > Abare-Tosanami, cancel 9 wits 
down. the lost hit into a forward dash, 
then juggle with Fukiage (HP) TOTAL DAMAGE: 87 
Suits super jump canceled straight up Karakuso linked into an early HP 
TOTAL DAMAGE: 61 into a jump HP > Abare-Tosonami, cancel the 


{ast hit into o forword dash, then 
juggle with onother Abare- 
Tosanami, super cancel the last hit 
into a forward jump, juggle with o 
short Tsurugi, land juggle again 
with a Hayate (HP), then finally 
juggle with another Hayate (HP) 


Korakusa linked into an early HP 
> Hayate (HP) linked into an 
early Seichusen-Godanzuki 


High domage Seichusen-Godanavki 
combo off of Makoto’ command 
throw. 


Massive damage and stun dam- 
age. Almost a guaranteed dizzy 
against most characters. 


7 HITS 

TOTAL DAMAGE: 74 

Oroshi (LP) > Abore-Tosonami, 
cancel the last hit into a forward 
dosh, then juggle with Fukiage 
(HP) super jump canceled 
straight up into a jump HP 


Massive damage. Large amount 
of stun damage as well. 


Abare-Tosanami_ combo off of 
Oras. Very good damage, 


STRATEGY 


Mokoto’s game plan revolves around landing Karakuso, Land one, and 
500. combo for big damage and stun, Makoto must get close to do her 
Semoge; fortunately, she has the tools to get there, Her dash is incred- 
BY fost and for reaching, Also, use it to sneak up on players during the 
secovery of any whiffed pokes. Use Hayate for the some purpose. These 
‘eves come out quickly, and are a-good way to capitalize on openings. 
Connecting with a Hayate leaves Makoto in an advantageous position, 
bere she can work Karokusa mind games, 


The obvious option is to immediately Karakuso, Often, people expect 
%e Karakusa and attempt to jump away. If this is the case, after the 
Fayole, immediately + + LK > Hayate (LP). If they try to do anything, 
%e hits them and the fighters are back where they started. Another 
‘tion is to skip the + + LK and just use Hayate (LP). If they try to 
jemp, Makoto hits from close range and sets them up in a juggle state, 
Srish the combo with HP or Hayate. 


A sofer option after a Hayate is + + HK. This hits a jumping opponent 
‘nd does not put Makoto at risk. However, it knocks away opponents 
send Makoto must work to get in close again. A more advanced tactic is 
en HP after « Hayate, Cancel the HP into a Hayate, immediately cancel 
sut the move, then dash forward. If opponents jump, Makoto hits and 
secovers quickly enough fo get back in their face when they land, 


Mokoto is a momentum character, Her rush down is fast and powerful 
Anything you can do to stay near opponents and move forward is to 
your advantage because landing @ Karakusa is the goal. However, 
‘expect opponents to continually jump back to escape any Karakusa 
‘itampts. Punish these jumps, Keep mixing it up until catching them on 
‘he ground with a Karakusa, 


Mokoto inflics damage quickly to opponents, however, her main weak- 
ess is the-randomness of her offense, You want to go for the big dam- 
ge off of the Karakusa, but you can’t become predictable. Mix up 
Norakusa with knockdowns and random pokes to hit opponents as they 
‘/ 10 ump away or counter. 


Mokoto seems to be a character of extremes, either dominant, or losing 
Sadly, To be fair, what Makoto lacks in consistency, she makes up for 
‘with her row power and ability to do her damage off of one grab. She 
‘uns opponents so quickly, and usually inflicts a tremendous amount of 
famage, even without landing a Karakusa, because opponents are con- 
‘ontly being hit while trying to avoid it, Rushing down a defensive 
Slayer is a good tactic for Makoto. However, expect fo run into wake up 
Shouryukens or super arts, simply because it's the nature of her game 
san to be in close most of the time, 


When an opponent jumps in, jump forward or backward and press HK 
‘ss00n as Makoto leaves the ground. It comes out quickly and has great 
songe. Use jumping HK fo shut dawn Yun and Yang from ever getting o 
ve kick opportunity. If you are a bit braver, use LP as anti-ir. IF it hits, 
sh under opponents before they land in an attempt to confuse them. 


WAKEUP GAME 


Sanding one Karakusa can lead to 0 big combo and a potential stun, so 
ssoke landing a Karakusa your prime objective, Immediately atlempt- 
eg 0 Korakuso as an opponent gets off the ground is acceptable, but 
any players expect that attack. Instead, tick on wake up to prevent a 
‘emp, then Karakusa, Some really good tick setups into Karakusa are: 


LP Karokuso 
MP Karclusa 
#4 UK, Korakuso 
#4 MK, Karakusa 


Don't rely solely on this move, however. A kara-canceled EX Orashi 
works after a tick throw setup. It hits as an overhead if opponents black, 
‘ond is fast enough to catch them trying to jump away. Performing EX 
Tsurugi as low to the ground as possible is another quick overhead 
attack that knocks down. The more variety of attacks used to punish 
‘opponents for frying to avoid a Karakusa, the greater the chance they 
block the next time on wake up, leaving the door open for i. 


‘When Makoto is the one getting up, she doesn’t have many fast normal 
moves to help her get an opponent away from her. + + LK > Hayate 
(LP) is pretty good if you think they are going fora throw. Also consid 
er parrying on wake up; is a complete guess, and shouldn't be done 
often, but Makoto has great damage and stun potential from one 
Karakusa that parrying shouldn't be completely ignored. If you make a 
habit of parrying on wake up with Makoto, opponents may be less will 
ing to poke at her. If they hesitate and provide any breathing room, 
fake the initiative ond grab immediately with a Karakusa, This works 
surprisingly well and is embarrassing for them. 


One way for Makoto to get out of a corner on wake up is to do o Abare: 
Tosaniami (HK). She flies to the other end of the screen to safety. It’s a 
waste of a fullsuper meter, but sometimes itis the only way to escape 
‘comer safely. 


ADVANCED TACTIC 1: 
KARA KARAKUSA 


Concel o whiffed LK late into the move to kara cancel her Karokusa, 
Canceling the LK increases its range tremendously. Because LK involves 
Mokoto sticking out her knee, it has a deceptive quality. If opponents 
react to that and decide to block, they are open for the Karakusa, Here 
‘are some good setups to get the proper range for a kara Karakusa on 
most characters: 


(MP (x2), LK > Karakusa 
(> + MP), LK > Karakusa 
After a Araiso (-), dosh back, LK > Karakusa 


The LK must whiff in order for the Korakusa fo connect. If LK ands, the 
Karokusa whiffs because the target goes into block stun, so the distanc- 
ing must be precise. For one sotup where the spacing isn't important, do 
LK over a woking up opponent, Make it look {ike a meaty attack, but 
time it so it whiff. IF timed correctly it's posible fo kara cancel into the 
Karakusa to catch an opponent perfectly. 


Another kara cancel for LK is into Oroshi, This works well with EX Oroshi, 
regardless if LK hits or whiff, 


ADVANCED TACTIC 2: 
INWULNERABILITY 


Tacchuu hos a unique property: Makoto is completely invulnerable 
immediately after finishing the head butt. Do not ‘any controls 
after throwing for the invulnerability to fake place. It lasts a brief time, 
but itis long enough to put to use, The thraw knocks opponents just far 
enough away ta where they can still usually reach her with their longest 
poke, Continue to stand after the throw, and allow them fo try i. The 
‘move passes right through her, leaving « window of opportunity for a 
Hayate during the move's recovery. This works well against shotos since 
+4 HK is their only move that can reach, and its recovery is long 
enough for her to punish it. Stand up to bait « low poke after the neu- 
tral throw, then Hayate counter or dash in and Karakusa, 


Karakusa is also invulnerabile immediately after finishing. This should- 
‘it make any change since you should always start a combo after she 
lets go of her opponent. 


SETUPS 


Ranges setup for UOH ~> super 


Against small, medium, and wide sized characters: 
MP (x2), UOH — Seichusen-Godanzuki 
MP + + LK, UOH > Seichusen-Godanzuki 
> + MP UOH - Seichusen-Godonzuki 


Against small and medium sized characters: SS 


+ + MK (x2), UOH > Seichusen-Godanzuki 
+ + LP (x2), UOH > Seichusen-Godanzuki 


RESETS AND OTHER 
ABARE-TOSANAMI SETUPS 


‘Makoto has numerous resets and she can do affer connecting with 
‘Abare-Tosanami. Resets enable Makoto to stun nearly any character off 
of « Karakusa. 


Reset 1: Karakusa, HP > Abore-Tosanami, super jump cancel forward; 
Tsurugi, land and dash under; MP, Abore-Tosanami (HK), dash cancel 
forward under; Fukiage (HP), super jump cancel up and HK. This reset 
does 100% stun on most characters. 


Setup 1a: Karakusa, HP > Abore-Tosonami, super jump cancel for- 
word; Turigi land and dash under; LP then kara cancel an EX Fukiage 
(Kara cancel with LK) to cross up as they land; super jump cancel up and 
HK. This reset does 100% stun on shotos. Mix it up after the LP by dash- 
ing under, then EX Fukiage to un-cross up at the last moment. There’s 
also the option to land a Karakuso as they land, 


Setup 2: Karakuso, HP > Abare-Tosonami, dash concel forward under 
‘and Fukiage (HP), super jump towards and jump HK; land ond dash 
under for either + + LK Hayate or Karakusa for 100% stun on most 
characters. 


Setup 3: After an EX Hayate in the corner, Shinbuki to knock opponents 
into flip recover to land on their feet. This sets up a perfect kara 
Korakusa, This is also on opportunity to dash under certain characters 
for a tricky ground cross up. 


PARRY SETUPS AND TACTICS 


After Makoto lands a Hayate, she is in prime position to attempt a 
Korakuso. Many players anticipate this and try to knock her out of it 
with a quick + + LP Time the - motion of the Karakusa just os they 
‘recover from the hit stun of the Hayate. This way, if they do poke, 
Makoto parties, then grabs, If they block, she simply grabs them. 


GROUND CROSS UPS 


Makoto con cross up Twelve, Alex, Dudley, Necro, Hugo and Urien in ony 
corner 


‘Makoto can cross up Ibuki mid screen, 


FAVORABLE MATCH UP: AKUMA 


Concentrate on one thing against Akuma: land a Karakusa. Once that’s 
done, i's all over for Akuma. Mokoto stuns Akuma off « Karakusa with 
her most basic follow up. If she has enough mete, se con finish him 
off for 0 100% combo, 


Expect Akuma to make it difficolt to got in cose, Take edvantage of 
oe quick dash to get under ir frebolls. When Akuma is ie 
take ris 
favor, All she needs is one Karakusa to win the match. 
ive her the necessary opening, ei 


UNFAVORABLE MATCH UP: CHUN.LI 


{t won't be easy to get in close with Chun-Li. Hokkel beats all of 
‘Makoto’s pokes and keeps her from dashing in. Even if Makoto man- | 
‘ages fo get in close, she can't pressure Chun-Li with Karakusa mind 
games like she can other opponents. Chun-Li's low jab stops all 
Karakusa attempts along with Makato’s other pokes. Chun-Li just needs 
mosh on + + LP whenever Makoto is close fo prevent her from doing 
her thing. Even if Makoto parties, Chun-Li can alvays cancel into an EX 
Spinning Bird Kick on reaction. Tough break for Makoto. 


‘and attempt 0 parry. The risk/reward ratio is in Makoto's 
1. One parry may 


For Makoto to win this match up, she must get in and trick Chun-Ui. Take 
advantage of Makoto’s quick dash to get in on Chun-Li after she whiffs 
‘one of her high priority pokes such as Hokkei. IF she isnt in the recov- 
ery of one of her moves, do not dash in. A low forward > Houyokusen 
could come out at any time. Play patiently and carefully, with the goal 
of not getting hit by Chun-Li’ low forward. Makoto only needs to land 
one or two Karakusas to turn this match around in her favor. 
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NORMAL MOVES 


STANDING 


IMP hos good range, is super co. 
celable and goss over a variety of 
low normals, Decent aganist 
whiffed attacks ond aie 
shuts down certain character 
types, like shotos. Stay just out 
side an opponent's test poke 
range ond whiff MP vile 
inputting the command for 
Electric Snake. IF opponents hit a 
bution, they get tt ‘ond eat o 
super art, 


INK is a good mid-range poke that 
‘goes over some low attacks. Can be 
porried high or lo, so its use is lim. 
ited, HK ia great range with an 
upward angle Use from for away 
early in anicipation ofa jump, 


COSTUMES 


STARTUP (5) 

22 (men en) 
3 Pe eas 
“i GUARD /1/\| 

PARRY (1/ 


START UP 
(Gene 


(GUARD iV 
(PARRY (“1 


YW + HOS 
MH + HDIS 


SPECIAL NORMALS 


dH + W +d 


startup (3 )ffey] startup C4) 

3) 8) 3 16 +1) 42 a) isc) 
GUARD (1/1. Fn} ( GUARD /‘H/L (GUARD /‘H/1| H/L 
PARRY ((1//L) | [PARRY ("1 {PARRY (1/1 


Acquick poke that's useful up close. 
Cancels into a super art on reaction 
to a hit. Ths is Necro’s best move 
to get people off of him. 


{Comey 


Great for combos. Is fast, does good damage, and puis opponents 
into a juggle state after it hits. Although the juggles off of it ore fair- 
ly limited, against Alex and Hugo Necro can juggle with this move six 
times in a row for massive damage. 


‘Astretching uppercut that is suscep- 
{ible to parries. It serves to set up 
juggles, ond is a passable ont-cir. 


Good for combos. Necro’s only 
other decent mid level attack. 


Use in Necro’s target combo 
(= + LK > MP), and its 0 
decent way to land super arts. 


Button strength determines the angle of descent. Extremely impor- 
tant fo Necro's offense as its the main way he gets close, Use to keep 
opponents locked down in the corner. 


Stretching upword knee attack 
that carries a huge amount ot 
frame advantage after it. Good a= 
‘anti-air or in damaging combat 
used for punishment situations. 


CROUCHING 


++ IK has extremely good range for « low attack. During foot games, try to catch opponents with this move 
while they ore dancing around, 
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SPECIAL MOVES 
> 4% +P(Push P rapidly) Electric Blast 


teedP 


G5 /CO/GO/ Go 
(en) ies) (es) Fes) 


Ws easy to see this move as.an overhead and this 
move doesn't really do anything else, The EX version 
is faster, hits twice, and has a slight frame advantage 
fier it. Passable for pressure and to help move 
‘opponents towards a corner. 


(fen) fea) 


Decent anti-cir. If the LP version is used against jump 
tacks mid scree, it's possible to juggle with « for 
HP Fits parved, top punch to make Electric Blast hit 
‘agoin, making parry attempts hazardous. The LP 
version is also good for extended juggles after an 
Electric Snake, Electric Blast (HP) also has one use in 
‘a ground combo: Tornado Hook (HP) linked into a 
Herc Blast (HP), which does massive damage. 


Snake Fang 


ek 


eg grab that hits low, and has great range. In the A juggle set up that’s good for various combos, The 
corner, it’s possible to juggle after this move connects. LP version is safe if blocked. The HP version puts 
This move carries a lage rai disodvantage after, opponents into a long hit stun, allowing you to link 
‘meaning Necro will eat a super if’ blocked. There is ater it. The EX version hits more times and doos 
also no reason to do this move over + + MK, unless more damage, 

comered and the plan isto land Magnetic Storm or try 

for minor juggles. Against crouching opponents, is 

possible to combo into this attack behind Elbow (MP). 


Rising Cobra 


Command overhead attack. Fairly slow, easy to antic- 
ipate. The EX version is slightly faster, does more 
damage and hits twice, 


SUPER ARTS 
SUPER ART | 
ES= 15> + Plush Ppl) Manele tor) 


Amore powerful version of Electric Blast. It combos easily off of Necro’s 
‘main pokes: MP, Elbow (MP), and his target chain. Juggle with Magnetic 
Storm after a Snake Fang in the corner, but the damage isn’t that great. 
Magnetic Storm works well as an anti-air, although opponents tend to 
bounce up and miss some hits. lt absorbs 
some projectiles, so it’s useful against 
‘Akuma and tbuki’s air attack. Electric Storm 
has its uses, but the damage is not remark- 
able, and it only stocks one super meter. 


Recommended Super Art: 

Electric Snake 

The high stun damage, two stocks of super meter, and the easy 
combo and zoning possibilities that Electric Snake brings to 
Necro’s game makes it his super art of choice, Necro doesn’t 
rely on his EX moves, but having access to them occasionally 
comes in handy. 


COMBOS YOU NEED TO KNOW 


SHITS 7 HITS 

TOTAL DAMAGE: 21 TOTAL DAMAGE: 48 

+ +LK > Tornado Hook (LP) Tornado Hook (HP) linked into a 
Electric Blast (HP) 


Necro’s basic combo. Safe if 
blocked. In the corner, juggle 
goin wih Ebow Cannon for 14 
extra damage. 


Damaging non-super art combo 
that knocks down. 


6 HITS 
2HITS TOTAL DAMAGE: 53 

TOTAL DAMAGE: 24 +e +k WP 
CORNER ONLY Electric Snake 

Neutral throw, juggle with on Yerifable way to land an Eecic 
erly walk up MP Snake. Possoble damage and 


knocks down. When near a cor- 


Decent damage off of a throw in 
net, jugle afterward for extra 


the corner. Use it os an opening 


fora basic rset wth ether walk damoge. 
up a step, then universal over- yy yyors 
head, or + + MK as opponents 
hit the ground.  ecicecaecttl 
ce CORNER ONLY 
Neutral throw, juggle after with a 
TOTAL DAMAGE: 36 Magnetic Storm 


Ants Necro Upper, juggle with 


early how Connon Great damage off of 0 throw. 


Knocks down, 
Decent anti-air juggle that inflicts 
decent damage and knocks 
down. 


SUPER ART III 
GeeteeeP the Ste) 


Electric Snake does fairly good damage and stun. It combos from max. 

range of of Hecr's most important pokes, namely MP and Elbow (MP). 

Cancel Elbow (MP) somewhat late to verify the super art. Its also pos- 

sible to verify MP. but it is much faster and harder to do so. Cancel 
Tornado Hook (MP) on reaction to a hit fo 
combo into Electric Snake, The last hit 
bounces opponents up into the air and sets: 
up juggle opportunities in the corner, 


SUPER ART Il 
deeteeep Slam ore) 


1's possible to combo into this after a Tornado Hook (HP) because of the 
turned around state that move leaves opponents. Unfortunately, if 
Necro doesn’t combo into Slam Dance, he has no other guaranteed safe 
method to land i. It has a window of invulnerability a the beginning, 
which allows Necro to grab opponents 
through pokes, but this must be largely 
quess work. If opponents do nothing, they 
can also jump out of Slam Dance because of 


its slow start up time, 
sel de Electric Snake stocks two super meters, soit 


is idea! for EX use, Use Electric Snake to go 
under projectiles from full screen and pun- 
ish opponents. 


Drill Kick is @ decent setup against oppo- 
nents in the corner, When Necro lands, 
immediately use Slam Dance. IF opponents 
[ump to escope, hit with Necro Upper and 
juggle with Elbow Connon. This works 
because Slam Dance recovers so quickly 
that most players are not prepared for Necro's anti-air attack. It is hard * 
to actually land Slam Dance unless you parry or combo into it, Fishing 
for damage after Slam Dance misses might be the best you can hope 
for. In the corner, it’s possible to catch Hugo in the air with a Slam Dance 
after Tornado Hook (LP) in the corner. 


TARGET COMBO 


COMMAND: + + LK > MP 
The MP ending whiffs vs. some small crouching chor- 


‘acters, namely Elena, Yun, Yong, ond Chun li, 
However itis cancelable and « decent way to land an 
Electric snake. 


15 HITS 
TOTAL DAMAGE: 75 


Knee Missile linked info + + 
1K Magnetic Storm 


Easy, high damage Magnetic 
Storm combo, Good for punish- 
‘ment situations. Knocks down, 


THIS 

TOTAL DAMAGE: 58 

Tornado Hook (HP) linked into 
early Knee Attack Tornado 
Hook (MP) > Electric Snake; 
when Necro recovers, immediate- 
ly juggle with early Electric Blast; 
when Necro recovers, juggle with 
erly Elbow Cannon 


High damage and stun damage 
off of a Tornado Hook (HP). 
Knocks down. 


STRATEBY 
Een Bt 


Necro has many long range moves, but he is surprisingly effective from 
tose range. He is also good in a mid range footsie battle against char- 
scters that are large enough to get hit by MP while crouching. Use MP 
%e pressure, and look for any movement. If you see it hit, cancel into 
Bectric Snake. MP goes over low attacks and has good range. Keep 
Soracters out, and use it to punish whiffed attacks. This move is espe- 
ally good for zoning against shotos, When outside of their greatest 
poke range, whiff Elbows to build super meter. Mix it up with MK and + 
= INK to do a good share of damage to opponents, 


you frustrate opponents on the ground, they might try to jump in. + 
= MP comes out quickly and reaches far. If itis partied, Necro remains 
safe because he quickly retracts his arm. However, the move doesn’t 
Save the best priority. If opponents expect a + + MP. they can do an 
erly jumping attack to beat it, Use Necro Upper occasionally, too, It 
vsorks as onti-air, and sets up a juggle. A Electric Blast (LP) is also good 
ss anti-ir. sets up a juggle (Follow up with HP), 


Drill Kicks are great for getting in and playing aggresively. He can exe- 
ute them low to the ground, making it hard to hit with an anti-air. 
Another good jump in is jumping HK. This hits from far away and links. 
eatric Snake when Necro lands, Good for getting up close or applying 
pressure from far away. 


‘When Necro gets close on the ground, use Tornado Hooks to keep on the 
forward pressure. After a Tornado Hook (LP), Necro has many options 
fe mix it up. Go low with a + + LK Tornado Hook, attack from mid 
‘evel with Knee Attack > Tornado Hook, throw, parry, or do another 
Tornado Hook {LP). Doing Tornado Hooks (LP) over and over can actu- 
‘aly bo effective, although this move is fairly easy to red parry on the 
second hit, 


WAKEUP GAME 


Necro doesn't have the best set of moves to scare a waking up oppo- 
sent. His overhead attacks are slow and he doesn't have a jumping cross 
‘ep. The best thing for Necro to do is to keep pressuring with mid and 
‘ew attacks into various Tornado Hooks. Add in throws to keep oppo- 
seals guessing, 


Hril Kicks are good way to keep pressure on waking opponents, and 
‘© play tricks on them. Wolk up right next to them as they are getting 
‘ond jump aver them and Drill Kck (HK) down. Change it up ond land 
Mind them, or land right on top of them. It is hard for them to tell 
‘where Necro is going to hit. Necro has another Drill Kick trick to use 
‘Ser landing an Electric Snake. Dosh up once, then jump backwards and 
Bill Kick (MK). Necro lands right behind opponents right at the last sec- 
‘ped. It's tricky, and sets Necro up to combo # + LK (x2) > MP and 
‘cel into Electric Snake if it hits. 


‘When Necro is the one getting off the ground, expect to have some 
trouble against aggressive opponents. Elbow (MP) is your best bet. It 
comes out quickly and it late cancels into Magnetic Storm or Electric 
Snake on reaction. If you can't find an opening for Elbow (MP), you 
‘may need to resort to a strategic parry to get out of a bad situation. 
Necro also has o hard time dealing with cross ups. Try to keep opponents 
‘away as best you can. 


SETUPS 


Ranged setups for UOH > super art 
‘Against medium sized characters: 


(MP), UOH > Electric Snake 
(Knee Attack), UOH — Electric Snake: 
(Knee Missile), UOH — Electric Snake, 


Against wide and large sized characters; 
(MP), UOH > Electric Snake 


Against Oro: 
No setup is required. UOH > SAI works at close distance on. 
crouching Oro, 


RESET 


Reset 1: After a throw in the corner, hit with MP to knock opponents 
back on their feet. Take a small step forward to set up a perfectly dis- 
anced UOH that links into Electric Snake. Mix up by taking just a tiny a 
step forward, less than needed to connect, so that the UOH whiffs in 
front of opponents. Lond and throw to start this pattern over again. 


PARRY SET UPS AND TACTICS 


Necro has a slight frame advantage after Tornado Hook (LP), At this 
range, most players go with a low attack against Necro, Parrying down 
inthis situation often works. After a successful parry, combo Knee Attack 
Tornado Hook (MP) > Electric Snake. If they do nothing and you 
crouch, immediately throw or do another Tornado Hook (LP) to set this 
sitytion up again, 


Ifyou use + + MP for anti-ir enough times, it's bound to get parried, 
Doit early enough, and Necro is safe from any counter attack. So after 
‘an opponent partes, top -» as soon as Necro recovers fo counter parry 
jumping attacks, 


Necro can cross up Hugo in any corner: 


FAVORABLE MATCH UP: AKUMA 


Necro’s MP gives Akuma a hard time on the ground. It goes over all of 
Akuma’s low pokes and hits while he's crouching. If Necro hits Akuma, 
cancel into Electric Snake on reaction. Electric Snake does @ massive 
‘amount of stun to Akuma, on top of its regular damage. Keep Akuma 
‘at maximum MP distance and keep poking over his low attacks. If 
Akuma ever gets close, be patient, and hit him with Elbow (MP) > 
Electric Snake. Akumo’s offense can be pretty hard to deal with some- 
times, but Necro only needs to hit Akuma with one or two basi¢ combos 
fo stun him. Then it's all over for Akuma. 


Necro has an easy 100% stun combo on Akuma. If Necro taunts first, 
the follow up combo does 100% life damage as well. In the corner, hit 
with Knee Missile, ink MP Electric Snake, juggle with Electric Blast 
(LP) > Electric Snoke, then juggle with Elbow Cannon for the dizzy. 
When Akuma gets up, Tornado Hook (HP), and either do a Snoke Fang 
(LK) or Electric Blast (HP). 


UNFAVORABLE MATCH UP: CHUN LI 


Chun-Li gives many characters problems, and Necro is one, Chun-Li 
ducks under Necro's MP his main mid-range poke, Most of Necr’s good 
pokes leave him open to be hit by Chun-Li's + + MK > Houyokusen. 
Chun-Li's + +HP ond + + HP tend fo beat all of Necro’s moves. 


Necro has no choice other than fo attack Chun-Li. From mid range, coun- 
terattack ony whiffed HP Chun-Li does and poke with MK, but other 
than thal, you must get close. Jumping HK is a good way to attack from 
long distance. Link Electric Snake behind a hit. Otherwise, rely on Drill 
Kicks to get in close, From there, play smart and don't get hit. Easier 
soid than done, but it’s possible, Because Necro has such a dificult fime 
landing Electric Snake against Chun-Li, Slam Dance is also a viable 
option against her. Drill Kick, lond, and Slam Dance is a decent tactic, 
but if might be « better idea to save it for wake up. With il, Necro has 
4 way to bai himself out when he gts knocked down by Chun 
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HK inflicts extremely high stun 
damage for a normal hit. Decent 
‘range and speed, but still good at 
lose range when anticipating an 
ctfack, Use it in combination with 
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COSTUMES 
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a: 


aw + unis 
ww + DIS 
WH + HDI5 


Spinning back hand that moves Oro forward while attacking. Whiffs 
versus most crouching characters, limiting its usefulness. 


A second jump wile in mid ai, used for multiple tricks. If you jump 
in and suspect opponents will try a ground based anti-air, perform the 
second jump towards ( ) to borely lear the ant-airond land an 
attack if the whiffed attack has sufficient recovery. The second jump 
can also be used for cross up tricks, like jump over opponents while 
they are getting up from a knock down, then double jumping back- 
wards towards to set up a cross up MK. Depending on when you dou- 
ble jump during the first jump’s arc, you can time the cross up MK to 
hit in front of or behind your opponent. 
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41 (4) C4 (ue ea) |) 


©} (euaro/ | GUARD 
PARRY (“1 PARRY (1) 
JUMPING 


Jumping MK is a decent cross up and helpful for setfing up guessing games with some frame advantage. If it's 
blocked, walk up throw, HP. 4 + MK  Niou Riki, or back dash to HK are all options in this situation, 


++HP 
START UP 


At 
Charge + + +P Nichitin Shyou 
CROUCHING 
TEMP _Low Stron 
START UP if 
Gee 
‘GUARD (1/1 | 
PARRY (1/1) GJ 
a +k Low Short 44 MK Low Forward 


ube eee Niou Riki 


8) [ Ga) 


LS + AP Jumping Jab 
START UP 


Three hit command grab, Blockable, but it cannot be 
partied. 1's good for basic ground bombos, as it com- 
bos behind medium attacks. 


idly) Hitobashra Nobor 


While Jumping, + 4K ( 


GUARD( 1 


ST PARRY (H 
i 4 /ssHK h Roundhouse 


STARTUP (5 )(fag| 
= 


GUARD(‘ H | 


PARRY (H 


THROWS 


LP FAK Kubiime Kotogureme 


Wi LP + IK Koochos goku Gurome 


Great as an “instant” overhead, When opponents 
woke up from a knock down, jump forward and 
input the command as quickly as possible. The 
Fitoboshira Nobors performed clse to the ground, 
moking it a foirly fast overhead. 1's also usable in 
other high/low mix ups. Example: After a succossful 
Kock down in the corner, jump towards your oppo- 
nent, timing itso that you will ond just as they stand 
up, then do $ + MK Niou Rik. The next fim in 
this situation, open with Hitobashira Nobori (HK) just 
hefore touching the ground, which hits as an over- 
head. Land, then juggle with MP = Jinchow Watari 
for extra damage. 


GD) f GO) 
eS ce) 
Good for Oro's extended juggles off of close MP. Con 
be used for some cross up tactics, like blocked close 
MK => Jinchuu Wotari (MK), which crosses up oppo- 
nents, then doing close MK = Jinchuu Watari (LK), 
which hits opponents from the front, However, this 
move is very unsafe if blocked, making it risky for 


‘these applications. The EX version travels much faster 
‘and homes in on opponents. 


SUPER ARTS 
SUPER ART | 
$x 45> +P Approuch opponent, P____Kishin-Riki 


SUPER ART Il 


Hue eu oP 


3 “Yasyou:Dama | 


SUPER ART Ill 


Hut eusaP 


Tengu Stone | 


Oro has two ways to use this super art. Activate it with two punch but- 
‘tons and Oro hops towards opponents and grabs with Kishin Tsui, jumps 
high into the sky, then crashes them down into the ground for decent 
damage. I's possible to combo into this grab with + + HP, or try to bait 
‘opponents to throw out a move and hop 
right through it to grab them, 


The other variation to this super art is to 
‘odivate with only one punch button for 
Kishin Riki. The super meter turns into a 
timer that counts down, During this brief 
time, all of Oro’s punches become multi hit 
versions of his command throw. However, 
during this fime, those throws are unblock- 
-} able, In the air, all of his punches become 
uli hit versions of hs air throw. Ths ver- 
sion of the super art does nat have much 
potential to deol much damage, Also, with 
only one stock of super meter, Oro doesn’t have the luxury to do EX 
moves ond still have a super art ready to go. 


Recommended Super Art: 
Yagyou-Dama or Tengu-Stone 
Yogyou-Dama and Tengu-Stone both lead to punishing oppo- 
nents off a MP, or by starting a juggle in some other way. 
Yogyou-Dama has the added benefit of setting up multiple 
unblockable situations, but Oro must land a hit to set these up. 
Use Tengu-Stone to corner opponents and land damage while 
they try to block the onslaught of high and low attacks. Both 
super arts are good, and both can give Oro opportunities to 
really hurt opponents. 


COMBOS YOU NEED TO KNOW 


4 HITS 
TOTAL DAMAGE: 34 
+ + MK Niow Riki 


Damaging juggle combo off of an 
overhead attack, Use with Oro's 
bosicjump in / empty jump inset up. 


9 HITS 


TOTAL DAMAGE: 45 


Close MP (1. hit) ~>Jinchuu 
Wotori (MK); land, then juggle 
agoin with ote close MP (1 hi) 
> Jinchuu Wotari (MK); land, 
then juggle with an early close 
MP (1 hit) > Kishin Riki activa- 
tion, then immediately jump and 
hit punch to juggle 


Easy ond damaging combo off of 
low attack, Although it's not safe, 
‘there are some setups that require 
a good low combo to be effective, 


5S HITS 
TOTAL DAMAGE: 43 


Close MP (1. hit) ->Jinchuu 
Wotari (MK); land, then juggle 
again with a late close MP (1 hit) 
> Jinchuw Wotari (INK); land, 


M A safe way to activate Kishin Riki. 
then juggle with Oni Yonma (MP) 


After the combo hits, Oro stil has 
about 70% of Kishin Riki timer 
left. Decent for punishment situa- 
tions and knocks down, 


Damaging juggle combo. Good 
for punishment situations and 


knocks down. 

6 HITS HITS 

TOTAL DAMAGE: 45 TOTAL ae 68 
Extremely late jumping * * HP Kishin Tui 


Hitobashiro Nobori (HK) (1 it); 
lond, then juggle with close MP 
(1 hit) > Jinhuu Watari (MK) 
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Easy, high-domage combo for 
punishment situations. Knocks 
down. 


Oro sends out a large, slow moving projectile. The stronger the punch but- 
ton used, the higher the arc that the projectile travels. Use Yagyou-Doma 
in Oro’s juggle combos, I's also possible to use it as o safe way to get close 
to opponents. Send out a Yagyou-Dama, then follow behind it and attack 
safely. If Oro has all three stocks of super 
meter, activate the more powerful Yagyou- 
odama by pressing two buttons, Oro jumps 
up high and sends down out a monstrous 
projectile that hits many more times than a 
normal Yagyou-Dama, I can also be used in 
juggle combos with the ability to continue 
juggling ofter Yogyou-Oodoma hits. 


With three super meter stocks, it is the ideal 
choice if occessibilty to EX moves is some- 
thing you desire, One of the most important 
‘uses of Yagyou-Doma is setting up unblock 
able situations. After knocking down oppo- 
nents, send out a Yagyou-Dama, then jump over them and cross them up 
‘at the some time Yagyou-Dama hits from the other side.I's not too difficult 
to set up an unblockable from Oro’s juggle combos, Cancel a MP into the 
‘appropriate Yogyou-Dama, then dash up and jump over your opponent, 
‘ond double jump straight up. Time it so Oro comes down with a jumping 
HK to hit from one side os the Yogyou-Dama hits from the other. 
Immediately start « new juggle combo with MP and continue to juggle and 
end with another MP -> Yogyou-Dama, Keep repeating this unblockable 
sitvation so long as you have enough super meter and are positioned prop 
erly mid-screen. is repeating sequence is usually easy to keep up 
because Oro builds meter during the juggles before the super art. 


TARGET COMBO 


‘COMMAND: CLOSE LK > MK 


Quick and safe chain with limited uses. 


4) HITS 
TOTAL DAMAGE: 44 


Close MP. (Fil Jinchuw 
Wotori (MK);'tond, then juggle 
with late close MP (1 hit) 
>Jinchuw Watari (MK); land, 
then juggle with eorly close MP 
(1 hit) > Tengu Midare Ishi, 
immediately juggle with a HK, 
juggle with Mowashi Hij, HK, 
Mawoshi Hii, HK, Mawashi Hifi 
Tengu Midore ish ends; walk up 
‘a step to late close MP (1 hit) > 
Jinchuw Watori (MK); fond, then 
juggle with late close MP (1 hit) 


13 HITS 
TOTAL DAMAGE: 74 
IMIDSCREEN ONLY 


Close MP (2 hits) -> Yogyuu- 
Oodama; recover, dash for- 
word 3 times, uggle with 
close MP (1 fit) > 
Jinchuy — Watari 
(NK); land, then 
juggle with lore 
close MP (1 hit) 
> Jinchuy Wotari SS 
(IK), land, then jug- 
gle with early Oni 


 Jinchuw Wor (HK); land, "orme (MP) 
then juggle with on immediate — Decent damage 
Oni Yana (HP) and knocks 


Basic Tengu-Stone combo, For “#t. 


consistency, skip the Jinchuu 
Wotari juggles at the beginning 
cand do the MP (2 hits) ~> Tengu- 
Stone to start if. In the corner, 
replace the Mawoshi Hij juggles 
with HK. 


There are two variations to Tengu-Stone. Activate with one punch but- 
ton, ond three random floating items appear above Oro’s head that 
attack with him, increasing the hits and damage. This lasts until Oro's 
super meter is exhausted, This variation is useful for pressuring cor- 
nered opponents, It is extremely risky for 
‘opponents to try to attack, so do not hesi- 
tote in yours. Even os they are blocking, 
they toke chip damage from every hit. End 
with a hit before the timer runs, then link 
into a MP to start a juggle combo after the 
super meter expires, 


The other variation is Tengu-Midareish. The 
timer runs out much faster, but Oro gets the 
a} floating items and can juggle with each hit, 
>| Use Tengu-Midareishi to continue a juggle 
=D combo when normal and special moves no 

longer combo, At the end of a Tengu- 
Midareishi juggle, juggle with another MP to keep it going for a few 
‘more hits. The Tengu:Stone stocks a single super meter, 


Py | 
mene 


fee ey 


Off of a single MP Oro has the potential to deal an impressive amount 
of damage. If he has a few stocked super meters, Oro has the ability to 
win a round off of a MP, then a series of unblockable Yagyou-Dama set 
ups. The trick is landing the MP. Most opponents will be careful to avoid 
NP when Oro is lose, The move has o recovery long enough that some 
characters can block and retaliate with a super art, Sometimes the risk 
is necessary due to the large reward. Oro must throw often when close. 
The goal is to get opponents to react in a way that leaves them open to 
MP connecting. 


While patiently waiting for an opportunity to land MP. Oro has enough 
‘ways to possibly trick opponents into getting hit. Oro is fortunate to have 
mony good ground pokes to frustrate and, more importantly, deal dam: 
age to opponents. HK and MK are both excellent for going over low pokes 
cand keeping opponnets out of range. Both of these moves give most 
opponents enough trouble to where they will resort to jumping at Oro, 


Oro has many good ways to deal with jumpns. The obvious move is MP. 
{f it connects, then a massive juggle combo and setup should follow. 
Unfortunately this move comes out somewhat slow and tends to get 
beat. However, if MP trades, it’s still possible to set up a juggle. Many. 
opponents are aware ofthe danger of MP so use Oro’s quick dash and 
small size 1o combat jumping opponents. Wait as long as possible and 
dash under opponents before they land, If you are quick enough, it's 
possible to catch them with an anti-air MP from the other side, If they. 
fond before Oro can connect with MP, try + + MK > Niou Riki as they 
Jand, or go for a throw. If Oro is « good distance away, HK works sur- 
prisingly wel as antici. If you're playing aggressivly, meet a jumping 
opponent in the air with-an option. patty air throw. 


Oro's back dash is extremely fost and useful. Use i similarly to a shoto’s 
back dash to bait out throw tech attempts. Whenever Oro is close, either 
back dash immediately or tick with + + LK or another quick poke that 
looks like a throw setup, then dash back. f you see opponents finch and 
do something, use HK. If you want to stay close, dash forward and throw. 
After « back dash, Oro also at a good distance to jump in, which is « good. 
‘option if an opponent did nothing for you to ae after the back dash, 


Use Oro's double jump to invite anti-cirs and jump out of the way, Jump. 
fowards opponents and either double jump back or upward to escape 
‘any possible anti air. This is a good way to land some hits and get close 
to opponents. After missing with one or two anti-airs because of this, 
opponents are likely to be more conservative with anti-air attempts. This 
provides the opening necessary to gel in on opponents to land MP. 


When Oro has a jump-in opportunity, an extremely late, close to the 
ground Hitobashira Nobori is an easy and deceptive way to land a MP. 
Jump and wait until Oro is almost at the ground, then execute a 
Hitoboshira Nobori. Most characters will see Oro jump and do nothing, 
preparing to block low. You con hit them as they transition to blocking 
low, land, and juggle with MP and proceed todo any of Oro’s many high 
damaging options. This trick works extremely well in training opponents 
into blocking low as Oro get close to the ground, provided you have pre: 
viously done nothing in the air, then immediately used a + + MK upon 
Jonding. Set this up after a backward throw. If opponents don’t quick 
recover, Oro is at a great distance to super jump in and use Hitobashira 
Nobori right before the opponent lands. 


WAKEUP GAME 


Depending on how Oro scores « knockdown, his wakeup tactics change. 
Super art selection plays a role as well. With Yagyou-Dama, go for an 
unblockable setup if it's possible, Otherwise, trick opponents with dou- 
ble jump cross ups, or a Hitobashira Nobor. I's available both very 
early and very late in Oro’s jump. Get right next to opponents and do it 
‘as an instant overhead, It is too fast for players to react to, most likely 
catching them os they block low. This is good for quick damage, and it 
knocks down, setting up another wakeup pressure situation. If you're 
having difficulty getting close, wait for a knockdown that an opponent 
quick recovers. Send out a Yagyou-Dama and follow behind it; while 
they are blocking the Yagyou-Dama, mix up overheads, low attacks, 
nd cross ups from either jumping MK or Jinchuu Watari. Landing a it 
while Yagyou-Dama is out usually leads to MP to start a juggle. 


With Tengu-Stone, use any knockdown as an opportunity to activate 
Tengu Ishi and get close to apply pressureand inflict as much damage 
possible. With Tengu-Stone activated, there's no need to worry about 
being hit on wakeup, except by high priority super arts. 


When Oro is getting up off the ground, he has a few decent attacks to 
push away opponents. EX Oni Yanma is a greal wakeup move. Cancel it 
into Yagyou-Dama to potentially set up an unblockable situation if it 
hits, or it provides a nice opening to either dash up or jump in on oppo- 
nents, Oro's LK comes out quickly, so it is useful in wakeup situations. 
Woit for an opponent to tick or do some sort of hesitation move, then 
retoliate with LK at the first opening, LK usually comes out quicker than 
a poke or throw attempt, IF you want to get out of a corner, cancel LK 
into 0 Jinchuu Watari to escape, and possibly cross up at the same time. 


Oro’s back dash is good for getting him out of trouble, excep! when in the 
corner, Back dash on wake up and HK to punish attackers, Back dash out 
of tick throw setups and any hesitation moves. Don't become predictable 
by back dashing too often on woke up, Oro is vulnerable during it 


ADVANCED TACTIC: 
UNBLOCKABLE YAGYOU-DAMA 


The easiest way to set this off is after repeated MP —> Jinchuy Watari 
combo, Cancel the first hit of the lost MP into a Yagyou-Dama, Yagyou- 
Dama should juggle opponents and knock them to the ground. This is 
important because they can't quick recover from a super art, Position 
ro to double jump over the fallen body and come down to hit from one 
side os the Yagyou-Dama hits from the other side. The Yagyou-Dama is 
unblockable, and its possible to link another MP to start a new juggle 
combo. Repeat this setup until the super meter is depleted. The meter 
builds throughout this combo, so you may keep this pattern going long 
enough to knock out opponents. The specific Yagyou-Duma variations 


nd setups vary between certain characters. Here are some basic setups. 


that work on a large percentage’ of the cast. 


SETUPS 


Setup 1: Against characters that only. bounce off of the Yagyou-Dama 
once, such as shotos. At the end OE tbe juggle combo, cancel MP ino a 
Yogyou-Doma (MP). Wait justo eal then dash forward twice, Ws: 
important to wait so you don't end up dashing under them. You want to 
dash so that you push the opponent's body into position for the unblock- 
able Yagyou:Dami to connect on wokeup. After the dosh, jump over 
their body, then double ump again inthe same direction, As Oro comes 
down, hit with « HK before landing. By ming io hit at the same time 
4s Yagyou-Dama, its unlockable, The Yaqyou-Doma continues to it, 
and you oe free fo launch a new juga with MP. 


Setup 2: Against characters, such as Alex, Twelve, and Urien, that 
bounce off of the Yagyou-Dama twice. At the end of the juggle combo, 
cancel the MP into a Yagyou-Dama (HP). As soon as you recover, super 
jump towards the opponent to position properly. When Oro lands, jump 
cover the fallen body, then double jump again in the some direction, As 
Oro comes down, hit with HK before landing. 


Setup 3: Against smaller characters, such as Yun and Yong where you 
can’t do the repeated MP > Jinchuy Watari combo, you must cancel 
info « Yagyou-Dama (MP) directly from the second hit of MP. Dosh 
under opponents as they are juggled by the Yogyou-Dama. Jump 
straight up, and time it so you can come down and HK before landing, 
hitting at the same time as the Yagyou-Dama hits from the other side, 


Setup 4: Oro is on the ground and the opponent is right next to him. If 
you manage to ond a wokeup EX Oni Yanmo, cancel immediately into 


a Yagyou-Dama, then do one of the previous setups that is appropriate 
for the character type faced. This is a great way to setup an unblockable 
‘ogoinst on aggressive opponent. 


Setup 5: Use EX Nichirin Shou to confuse an opponent's ability to block. 
If you land « MP, immediately perform an EX Nichirin Shou. Next, input 
ca Jinchuu Watari (MK) to cross up right as they land, Oro hits them at 
the some time as the EX Nichirin Shou, which can set up a MP to launch 
the opponent again. This setup is less usable because opponents can 
quick recover after the MP hit fo roll away to sufety. 


RESETS 


Reset 1: At the end of one of Oro’s juggle combos, reset for a tricky 
ground cross up sefup. For instance, at the end of this combo: MP > 
Jinchuu Wotari, MP > Junchuu Watori, instead of finishing the jugale, 
hit with LP. This resets opponents to recover batk to their feet. Quickly 
dosh under before they land to cross up. Start a new juggle combo if 
they don’t react in time to black properly, Mix this up by hesitating and 
shh just a split second later so Oro doesn't make it under their 
faling body. 


Resot 2: At the end of Oro’s repeated MP —> Jinchuw Watari combo, 
reset opponents with + + HP. Cancel it into the Tengu Midareishi varia- 
tion of Tengu-Stone and begin « new juggle. This may not do ony more 
damage than canceling direcly into Tengu-Stone for the full combo, but 
it does reset the stun damage of the new combo. 


PARRY SETUPS AND TACTICS 


Oro has an air throw that can be used with an option parry to be an 
effective air to air option. Simply top -> slightly before Oro enters throw 
rronge, !f your opponent attempts an attack, Oro parties, then air throws 
them. Otherwise, the throw just comes out, 


GROUND CROSS UPS 


Oro can cross up Alex, Twelve, Hugo, Dudley, Necro, and Urien in any 
comer. 


FAVORABLE MATCH UP: AKUMA 


‘Akuma can teleport out of unblockable and Tengu-Stone setups on the 
ground. However, Akuma has other weaknesses that give Oro a slight 
edge agains! him, First and foremost, Akuma has a small stun bar, and 
Oro's HK deals a ton of stun damage, Play footsio games with Akuma 
cand try to land HK over one of his low pokes. It only takes a few to dizzy 
him, Oro's small size olso helps him out against Akuma, allowing him to 
duck under Totsumoki Senpuu Kyakus, and dash under Zanku Hadouken 
pretty easily, There are many chances for Oro to land big hits on Akuma, 
HFyou cam dizzy Akuma, then one big combo should seal the deo. es 


UNFAVORABLE MATCH UP: KEN 


Oro ctually does quite well against Ken from medium range on the 
ground. Oro even defends against Ken's offense fairly well. The reason 
Oro has trouble with this match up is because he can’t be aggressive 
‘against Ken. Oro can heat many of Ken's pokes from a distance, but 
‘expec! trouble in getting past Ken's low forward danger zone, 


The ciris no better. Oro’s double jump tricks don't work on Ken because 
Ken can just do random EX Tatsumaki Senpuu Kyakus in the air to keep 
Oro grounded. Attacking is risky against Ken Ifyou ever manage fo get 
close, its too risky 10 go for MP because if Ken blocks i, he hos the 
chance fo land Shippu-Jinrai-Kyaku, 


To win this matchup, play defensively. Be annoying and make Ken be 
‘the aggressor. Beat him at poking games with MK and HK from a safe 
distance, Maintain distance and don't fet him rush you down. Dash back 
whenever he gets close and force him fo jump, Hen dosh under him. 
Play keep away and slowly land your hits. Keep this up long enough 
generally leads to an anxious Ken player who might do something that 
leaves him vulnerable. You must capitalize on any mistakes, but don't 
rely on this, Just play safe and don’t allow Ken to get in close. 
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NORMAL MOVES 


STANDING A STANDING CLOSE ‘ 

IK. good ogons some low [STARTUP (GB) (F start ur (4) 
atfacks. It comes out fast and has +4 (44 C44 | +2 42 42 

decent recovery. 13 = 

HK has ridiculous range ond is Aagipennasgay { SUARD (H/1. Syl} ( GUARD H/1. 
very good agoinst low attacks. (PARRY (1/1 PARRY (1/1 


However, it has absolutely terri- 
ble recovery. Don’t bother with it 
against a Chun-Li with a stocked 


STARTUP (12 Jf 


super meter; hit or miss with it, 20 42 
‘ond Q is open to a super art. 
he GUARD (‘H/L| 
| [PARRY ("Ht 
START UP START UP 
20 (zy : 


A | (GUARD. 
| (PARRY (1 


COSTUMES 
Gains 


dH + XW +d 


41+ unis 
aH + 101s 
WH + UIs 


aw + HDS 


SPECIAL NORMALS 


(ure OO (CO) 


AA swift uppercut that serves as a passable anti air. I's susceptible to Lunging punch similar to HP. Faster start up and recovery, but does- 
parries. ait knock down. Whiffs versus most crouching characters. Use in jug- 
gles with Copture & Deadly Blow, otherwise avoid it, 


4 ry [ur OO 


AA strange kick that ends with Q falling down. Terrible recovery, but Moving version of + + HK. Exact same properties as + + HK, except 
ifs cancelable, providing an opportunity to eliminate the recovery that it can be moved forward or remain stationary. 
with one of 0's safer special attacks. Could be used as an awkward 
canti-ir. If i connects i's @ safe way to land a taunt. 
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SPECIAL MOVES : 
beste High Speed Barrage | Chore > 4K Dashing Leg Attack | 


CROUCHING festa low Job, WELK Low Short 


+ +lHK has a heavy sort up and START UP STARTUP (6) 


recovery. I'S a risky move, but [44 JU +4 
does have strange priority to it. It 
often trades with reversals, 


4+ MP 
START UP 8 | 


Button strength determines the angle ot which Q Low hitting versision of Dash Head Attack, keeping 
ctfacks, Use as an early ant-air against players that the fost stort up, hut it hos bad recovery. Can be 
parry often, The EX version hits multiple times for tricky to deal with when used in combination with the 
more damage and knocks down. Good for a combo overhead variation of Dashing Head Attack. EX ver- 
(MK = EX High Speed Barrage) to deal damage in sion does more damage and hits twice, I's possible to 
situations when Q doesn't have a charge for a super cancel off of the first hit. 

Dashing Head Attack. 


Charge + + +P Dashing Head Attack | Charge + + +P (hold P) Dashing Head Attack 


ashe Low Fierce 
START UP } 


|YPARRY (~L 


JUMPING peda Vertical Job, SHITE Jumping Short 


Jumping (oka, THE clam STARTUP (23) startup (4) 


comes out quickly and stays out 
the entire arc of Q's jump. Good 
for throw set ups when blocked. 


Jumping HP iso great jump in 
that executes fairly fost and does 
heavy damage 


Press and hold any punch button for a overhead punch variation of the same move. Fast stort up and good 
recovery. Makes this a large part of 0's offense. Good for various combos and lets Q get into his preferred 
range safely. The overhead variations can be tricky to deal with when combined with Dashing Leg Attack, The 
EX version sacrifices the good recovery for more damage and a juggle opportunity after it hits. 


ax ter +K Capture & Deatly Blow. 


++HP Jumping Fierce 


‘START UP 10 Jf| 


A slow command throw with incredible range, Can be 
juggled after for major damage. Great addition to 
0's offense when combined with Dashing attack com- 
bos in mix up situations. 


THROWS 


—S———=_ 


SUPER ARTS 
SUPER ART | 
Ses ts sep Gill Conte ated] 


Five Dash attacks, comprised of four el attacks and one low 
attack. Critical Combo Attack has an invincibility window at startup that 
can be used fo blow through attacks and projectiles. It has a fairly slow 
‘start up, but itis still quick enough to punish certain moves, such as a 
blocked shoto + + HK. Close MK is Q's only 
useful normal attack that cancels into super 
‘rts, Use that to cancel into Critical Combo 
‘Attack when you have an opening. It also 
super cancels from Dash attacks. It's possi 
ble to verify o hit on the Dosh attack before 
canceling into Critical Combo Attack. Use 
Dash attacks to constantly apply pressure 
and make landing a super ar a possibilty 
from a full screen away. 


Cita Combo tack stocks to level of super 
meter. This gives the obit to use EX maves 
for combos ond fl have acess fo a super a, 


SUPER ART II 


Q's most damaging super art; it combos similarly to Critical Combo Attack. 
It can also be linked behind an overhead Dash attack on crouching char- 
acters, Itis effective as anti-air even though itis only one parry. The down- 
side to Deadly Double Combination is that is stocks a single super meter. 


Recommended Super Art: Critical Combo Attack 


Critical Combo Attack and Deadly Double Combination can both be used in similar manners. 
However, Critical Combo Attack gives Q the most options with the availability of two stocks 
of super meter, In addition, its ability to pass through projectiles ond other ground attacks 


should help Q get in on some characters, 


COMBOS YOU NEED TO KNOW 


HITS 
TOTAL DAMAGE: 30 
ose NK > Dashing Heod 


SHITS 
TOTAL DAMAGE: 57 
Capture & Deadly Blow, juggle 


‘Attack with semi carly EX Dashing Hood 

Bist 0 ab ‘i juggle ogain with early 

4 Hits High damage option off of a 

TOTAL DAMAGE: 67 command throw that works mid 
“ screen. Knocks down. 


Jump in HP land, close MK > EX 
Dashing Head Attack, juggle with 
eorly HK. ie 


B HITS 


. TOTAL DAMAGE: 43 
Good in purishmen! sitions; Clye JAK > EX High Speed 
for example, afer a dizy, oF garage 

porrying an i 

ing in Knocks down, 


Good for punishment situations 
when you don't have a charge 


THITS for a Dash attack. Knocks down, 
ram san 
a Ctice Combo TOTAL DAMAGE: 101 


Attack (MP) > Critical Combo 
Attack. Jump in fierce, land, Close MK > 
Doshing Head Attack (MP) > 
Double Deadly Combination; wait 
about a second after Q recovers, 


then juggle with Dashing Head 


Verifiable ground combo for 
heavy damage, Knocks down, 


ams) Ack (HP) 
TOTAL DAMAGE: 50 Se 
tin Out und winner. Deas heavy dom- 


age and is verifiable during MK 
Capture & Deadly Blow, juggle > Dashing Head Attack. Good in 
with early Dashing Head Attack punishment situations. Knocks 
(MP), juggle again with early down. 

Ryouude ni yoru Zenshin 

Tuugeki (Kari) 


High damage off of his command 
‘throw near 0 corner. 


4 HITS 

TOTAL DAMAGE: 72 

Capture & Deadly Blow, juggle 
wih semi late Dashing Head 


‘tack (MP) > Double Deadly 
Combination 


Good way to land damage off of 
‘command throw. Knocks down, 


SHITS 

TOTAL DAMAGE: 64 
CORNER ONLY 

Capture & Deadly Blow, juggle 
with a semi late Dashing Head 
‘Attack (MP) —> Total Destruction, 


immediately juggle with QCF + P 
Total Destruction follow up 


Safe way to activate and land 
Total Destruction’s OCF + P 
follow up. Knocks down. 


‘2HITS TOTAL 
DAMAGE: 62 
Activate Total 
Destruction, then do 
a close MK > QCF + 
P Total Destruction 
follow up 


Not so safe way to 
lond Total Destruction’s 
QCF + P follow up. Knocks 
down. 


SUPER ART III 
ESSA SS sPithen ss 6 P / Toll Destin] 


During Total Destruction, there isa limited amount of time where Q has 

‘two moves that blow up himself and causes damage to opponents. The 

punch varation isa normal it, while the kick version isa grab, The grab 

does more damage, but is much slower. Q glows brightly during the 
duration of Total Destruction, 


Total Destruction stocks only one super: 
‘meter, so Q is limited on EX moves. Also, 
ofter activating Total Destruction, there is: 
‘no guarantee on landing a hit before the: 
timer expires. Both variations have: 
‘extremely slow start up and can be escaped 
easily, 
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STRATEBY 


Qis big and slow, but makes up for it with stamina and defense, Q's 
taunts increase his defense rating. Q with three taunts (the mox) has the 
highest defense rating in the game. It should be your goal to get in 
taunts whenever safely possible, Q doesn’t have the best offensive arse- 
nol ond he iso big, slow target for many characters. Q must raise his 
defense as much as possible to withstand enough attacks until he can 
score a knock down, Good opportunities to taunt are after: 


4 super art 
‘any onti air that knocks down 
‘n Gir to cir jump fierce mid screen 
‘any Capture & Deadly Blow combo 


The goal is get opponents into the corner (Q has a hard time fighting 
mid screen) 10 start Capture & Deadly Blow mind games. Stay a safe dis- 
tance and attack with long range Dash attacks. If one connects, cancel 
into super art. Keep up the pressure with Dash attacks, move opponents 
inlo corners and don't let them jump away. Touby ni Yoru Jouhou 
Kougeki (Kari) is « good way to stop someone from jumping over Q to 
get out of the corner, Q is tal, and the move covers more area above 
his head. From far enough away, i’s possible to meet airborne oppo- 
nents with an early jumping MP or jumping LP to send them back to the 
ground. Jumping LP may seem like a silly move, but itis great for jump- 
ing on opponents whether on the ground or beginning to jump. It stays 
out for the entire length of 0's jump, so use it the moment he gets off 
the ground to control space. 


IFQ manages to get an opponent into the corner, he becomes scary. A 
successful Copture & Deadly Blow can lead to combos and setups that do 
massive damage and stun meter damage. Dash attack to juggle, then 
HP to reset. As opponents flip back to recover, they have the unfortu- 
nate fate of having to deal with Capture & Deadly Blow mind games 
sinilar to his woke up game. If opponents: block upon landing, use 
Copture & Deadly Blow again to repeat the process. 


WAKEUP GAME 


(woke up pressure game revolves around Capture & Deadly Blow, Use 
Capture & Deadly Blow on woke up to keep opponents guessing, 
Blocking becomes the least safe option for woking up opponents. 
Opponents will be so worried about being grabbed that they most likely 
‘ry to jump away or do some sort of wake up move. If you anticipate this, 
Use either EX High Speed Barrage to hit jumpers, or + + HK to beat sim- 
ilor ump attempts and trade with many wake up moves. Be careful here 
because many players will use woke up super arts or a Shouryuken to 
counter Capture & Deadly Blow. Keep the pressure on, but don't get reck- 
less. Get « feel for how often opponents take risks on woke up moves, 
then gauge how offen itis safe fo attempt Capture & Deadly Blow. 


Against large enough characters, ticking with LP is a good tactic on a 
woking up opponent, because it cancels into Capture & Deadly Blow. 
This move is slow enough that it grabs after opponents are out of block 
stun. It is hard for opponents to hit Q between the LP and Capture & 
Deadly Blow tick. The easiest way fo escape this is to jump, and the best 
Way to counter this is to fake a Capture & Deadly Blow setup with LP 
but then use EX High Speed Barrage 


While Qi intimidating against someone in the comer, he is essentially 
helpless when he is the one knocked down, He has no fast, high priori- 
ty woke up moves to get someone off of him. His pokes are generally 
slow, with only LK somewhat useful in this situation, Unfortunately, Qs 
only safe wake up option isto block and wait it out. Ifit looks hopeless, 
parrying or doing a wake up super arf are his only high risk options 
worth trying. 


SETUPS 


Ranges setups for UOH super art 


‘Against smoll and medium sized characters: 


(Close MK, LK), UOH — Critical Combo Attack / Deadly Double 
Combination 

(+ + LP (x2)), kara UOH > Deadly Double Combination 

(After a blocked Dash attack), UOH > Deadly Double Combination 


Against Oro: 


No setup is required. UH -> Deadly Double Combination works 
‘at close distance on crouching Oro, 


RESETS 


Reset 1: LP as anti-air to knock over opponents, then dash forward and 
Deadly Double Combination before they land. After this lands a few 
times, and becomes expected, mix it up by throwing os soon as they 
ond. Most players will concentrate on landing that air parry and not 
react in time, 


PARRY SETUPS AND TACTICS 


After a Dashing attack, Q is o bit out of range for throws and many. 
pokes. In order to reach Qat this distance, many characters will attempt 
to go low. Down parry, then proceed to Capture & Deadly Blow. 


GROUND CROSS UPS: 


can cross up Necro in any corner. 


FAVORABLE MATCH UP: TWELVE 


At first look, this match up doesn’t seem like it would go in Q's fovee 
Twelve highly mobile, and much faster than Q. However, Twelve is lim 
ited in terms of dealing damage, basically flying around ond using 
pokes. Because of this, Q is free to taunt three times early in the round, 
‘ond there's not much Twelve can do about it. 


Use jumping HP to combat Twelve’s air dashes. Q only needs one good 
knock down to turn the momentum of the round his way. Twelve does 
not haye a solid wake up move when he is playing defensively, Q should 
be able to finish off a cornered Twelve fairly quickly, In order to score a 
knockdown, take some risks ond attemp! to parry Twelve strategically. 
When Twelve is air dashing in, he almost always goes for an attack 
(after landing) that is parriable low, Red parry the low ground attack 
‘and grab him, Q's defense is good, so itis worth the risk fo score that 
Knock down, 


UNFAVORABLE MATCH UP: KEN 


Q must get close to start Capture & Deadly Blow patterns fo deal dam- 
cage, but Ken has the attacks needed fo keep Q away. Ken's low forward 


, can go under Dash attacks and shut down QYs rush. Ken is also much 


foster than. Ken has no problems jumping oll over Q and pressuring 
him. Ken also can land « big damage combo on Q anywhere onthe 
screen without using ony meter (MP HP > Shouryuken (LP), 
Shouryuken (LP). 


To win this match up, get Ken into the corner. Ken cannot just mindless- 
ly stick out low forwards, Use either Dashing attacks or Critical Combo 
Attack to punish Ken on reaction, Use these to Keep Ken from zoning. If 
can land a Dashing attack, either blocked or hit, he isin prime range 
to attempt a kara throw. Start some Capture & Deadly Blow patterns on 
him, but at the same time beware of a Shouryuken. The lost thing a Q 
player wants is to be knocked back to mid screen, 


NORMAL MOVES 
STANDING 


‘A good ont-ai, MP comes out 
‘ond recovers quickly. Great. to 
throw out inbetween Light of 
Virtue patterns from mid range. 
IFit's partied at maximum range, 
Remy offen recovers fast enough 
to parry again or block. If oppo: 
nents hit Remy’s recovering limb 
early, he recovers before they hit 
the ground, allowing you to 
throw them for free. 


STANDING CLOSE 


Close MP is 0 good normal to use 
when opponents are waking up. 
It carries a significant amount 
frome advantage, allowing you 
to verify ond link + + LK or a 
Supreme Rising Rage Flash 
When blocked, use the frame 
advantage to mount onother 
offense. However, MP. whiffs 
against some crouching charac- 
ters (Chun-i, Ibuki, Oro ond 
Elena). Against those characters, 
completely refroin from using 
dlose MP. 


IMK is a great poke that comes 
‘out fast and has good recovery. It 
beats a plethora of crouching 


attacks, Close LK is a great defensive 
move and good for beating throw 
attempts during guessing games. 
COSTUMES 


dH + ¥W + dl 


aw + uns 
w+ HDs 
ww + HIS 
WH + HDI 


SPECIAL NORMALS CROUCHING 
Remy’s most used mid range 


= +MK 9 attack, + + MP is good for com- 


START UP bos and Light of Virue pressure 
1___. patterns up close, 


+ + NK hos extremely good 
ange. Important for scoring hits 
after parried Light of Virtues fol. 
lowed by a dash. It has o signifi- 
cant frame disadvantage. Always 


Semi slow overhead with good range ond has the added bonus of not 
looking like an overhead. However, it has « huge frame disadvantage 
ofter it, which can be countered hit or miss. Use sparingly and from 


Low For 
STARTUP (8 Jf 


1 for away as possible. f 
do it from maximum range, and a 
never against Ken with super 
meter stocked, 

THROWS 


WSK Veo 


Roundhou 


. JUMPING 


OF) somping HP is « great anti. t 


comes out fairly fost and puts 
opponents into a juggle set up if 
1/1) | ey oe jumping.’ asold way 
4 F to score big damage if you antic- 
WY H/ jpate a jump in ond meet oppo: 
' rents in the air early, 
Jumping HK is Remy/s best jump 
Frqj| | in. Steep angle, con be done 
jE much earlier during a jump then 
=| | his other jump attacks, making i 
Di H/L g fo ant ir, 
Ta 
é 
(WA 
a 
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COMBOS YOU NEED TO KNOW 


Jump in early HK, land, + + LP + 
| + LP Rising Rage Flash (HK) 


Flexible, verifiable jump in 

combo, Knocks down. 

Close HP ->Rising Rage Flash 
Ik) 


Good for punishment situations. 
Knocks down, 


Neutral throw, when Remy recav- 
1s, immediately juggle with a 
| Rising Rage Flash (HK). 


Remy’s neutral throw near a cor- 

} ner can lead to extra damage. 
Does not work vs. small charac- 
fers, ke Yun and Yong. 


Lote antiair jump HP, land ond 
immediately juggle with eorly 
Rising Rage Flash (HK) 


Good anti air combo. Good after 
‘in ir to cr parry while jumping. 
Knocks down, 
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SPECIAL MOVES 


Charge = + +P 
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Light of Virtwe swe 


START UP 6 
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PARRY ( 


a Runouse, 
‘START UP 10 


i GUARD (| 
[parry (11) 


Near a corner, late anti-air jump 
HP; land and juggle with Cold 
Blue Kick (LK); when Remy 
recovers, jugole with eorly Rising 
Rage Hlsh (HK) 


Higher damage variation of the 
‘above combo. Must be near a cor- 
ner for it fo work. Knocks down, 


Antioir + + HP when Remy 
recovers, immediately juggle 
with a Rising Rage flsh (HK) 


Another domaging anti air 
combo. Knocks down, 


Near a corner, anti cir + + HP 
when Remy recovers, juggle with 
Cold Blue Kick (LK), when Remy 
recovers, jae with early Rising 
Raye Flash (HK) 


High Damage. version of the 
above combo. Must be near a cor- 
ner for ito work. Knocks down. 


Near o corner, anti-air jump HP 
{and then juggle with immediate 
Cold Blue Kick (LK); when oppo 
nent recovers, walk up and jug- 
gle with + + MP > Supreme 
Rising Rage Flash 


High damage anti-oir juggle. 
Knocks dove. 


(lose MK linked ino. Supreme 
Rising Rage Flash 


Verifiable way to land Supreme 
Rising Rage Flash, 


+ + LP + + LP Light of 
Justice 


Flexible, verifiable way 0 land 
Light of Justice. If + + LP (x2) is 
blocked, follow up with: walk up 
kara throw; low parry option 
select + + MP > Light of Justice; 
ora UOH. 


+ + LK > Light of Justice, when 
Remy recovers, immediately link 
another Light of Justice 


High damage option if you hap- 
pen to land + + LK > Light of 
Justice in the corner. Caution, the 
second Light of Justice whiffs 
‘against most crouching characters, 


& 
fmf | (aa(cajanfa 
(G5 [G5{GD} Go GD/[GOD/GoD{[G 


Slow moving projectile with a high altitude and great 
Tecovery. Use it to control space or in combination 
with dash to get in safely. Use this in combination 
with Low Light of Virtue by using charge partitioning 
to let loose a barrage of high and low projectiles, 
Great when opponents are cornered. The EX version 
comes out faster and throws two Light of Virtues at 
the same time, Extremely good for catching oppo- 
nents before they leave the ground for « jump. 


Rising Rage Flash 


Gharge +++ K 


Good range, speed, and priority. Decent anti-air 
when used in combination with Light of Virtue, Good 
for combos as well. The EX version is faster, does 
more damage, and hus slightly better priority. Works 
well 5. reversal on wake up. 


Cold Blue Kick 


Button strength determines how far the Kick travels 
‘A decent poke that goes over low attacks and is fair 
ly safe against everything but fost super arts. It also 
thas deceptive block stun. The later and further away 
it hits, the sofer itis. Do it directly after a Light of 
Virtue (LP / LK) to keep opponents from doing any- 
thing aggressive after parrying a Light of Virtue, EX 
version is faster, safer, and hits twice. 


Low hitting version of the Light of Virtue, Recover 
slightly slower than the high version. I's « good pele 
‘and for dashing behind to get in close. The EX version 
comes out much faster and throws two Light of 
Virlues at once, 


SUPER ARTS 
SUPER ART I 
BREED Light of Justice] 


Remy has many ways fo combo into Light of Justice, although many of 
the setups off of mid attacks either whiff or hit inconsistently on medi- 
‘um ond small sized characters. + + LP (x2) > Light of Justice is his 
only useful verifiable combo that works on everyone. + + LPs can be 
porried high or low, so itis not useful for his 
wokeup gome, Remy does have high ond 
low options to combo into super arts that 
are safe, but they cannot be verified, You 
must guess with either close HP or + + LK 
> super art, Light of Justice has 0 +3 
frame advantage in addition to pushing 
‘away opponents, so it is safe to guess in 
these situations. It is also possible to link 
‘after the super art hits in the corner. 


—, 


et 
Light of Justice stocks two meters fo give 
Remy enough flexibility to use EX moves along with a super art. 
Although if you only plan on using EX moves, Supreme Rising Rage 
Flash is a better choice because of the longer bar, However, Remy can 
set up many multi-hit juggles by mixing EX moves and Light of Justice. 


SUPER ART II 


eereeri 


Supreme Rising Rage Flash] 


W's possible to verify this super art from various mid attacks to beat out 

low parries. Leon how to link into Supreme Rising Rage Flash on 
crouching opponents from close MK > Supreme Rising Rage Flash and 
close HP link + + MP (or + + LK) > 
Supreme Rising Rage Flash It can also link 
after close HK and close HP although these 
links aren’t as useful, Another basic way to 
hit conficm this super art is off of + + LP 
(x3). Regrettably, Remy has no safe com- 
bos that stort low that he can use to land 
Supreme Rising Rage Flash, It is, however, 
Useful as on onti-air 


Supreme Rising Rage Flash has two long 
super meter stocks, making it ideal for 
heavy EX use. 


176 


SUPER ART III 


eure seik 


If he is attacked during Blue Nocturne, Remy takes the hit, then auto- 
matically counterattacks with a pre-set combo that does plenty of dam- 
‘age. However, it is hard to hit someone with Blue Nocturne, Remy starts 
his pose after the screen freezes for the super animation. Therefore, the 
‘opposing player has been warned sufficient- 
ly to avoid attacking Remy. You must antici- 
pate a move before executing it and hope 
you guess right. If opponents stick out o 
move before the super art flash, then Blue 
Nocturne will hit. That is the only situation 
where Blue Nocturne works. If Blue Nocturne 
does not connect, Remy is vulnerable to 
counterattack during its recovery. Since 
Remy always hos access to parres, there Is 
little reason, if aver, to pick Blue Nocturne, 


Its possible to use Blue Nocturne as an anti-air if you see an attack + 


coming. However, the majority of the hits whiff, and opponents actual- 
ly recover before Remy. Furthermore, Blue Nocturne is only meant to 
counter normal moves, Many super arts continue to hit Remy even os 
he tries to counter, 


Recommended Super Art: Supreme 
Rising Rage Flash 

Supreme Rising Rage Flash gives Remy « lot of meter to work 
with for EX moves, He can combo the super off of some of his 
most important mid level attacks and verify before doing so. It 
gives him an additional anti air to his arsenal, Remy just has to 
be woury of high porries because of his incbility to verify 
combo into super off of a low hit. 


Second hit whifs against crouching characters, mok- 
ing it very risky to do. 


Izanai.no Vague 


Remy is the only character in Street Fighter Il: 3rd Strike that can effec- 
tively control space at almost all times. He has the ability to make it dif 
ficult for opponents to get close while at the same time getting into his 
preferred offensive position, Remy is always a threat at long range, 
throwing high and low Light of Virtues from a distance while storing 
Rising Rage Flash charges in between ond whiffing MPs periodically to 
keep opponents from getting in easily, While opponents are trying 10 
get close, constantly force them into a corner, throwing Light of Virtues 
(LP / LK) and dashing behind them, scoring « hit with a overhead, low 
attack, or throw, then holding that position to secure another step 
towards the corner. When cornered, the options for escape from Remy’s 
range game become limited. 


Remy has a multitude of long range options. The most famous of which 
is the Light of Virtue, a slow moving charge based projectile that can be 
thrown high or low. The most basic use of the Light of Virtue is as 0 
poke, Throw Light of Virtues (HP and HK) in @ methodical manner, 
‘watching to see how opponents react to it, If opponents do anything 
brash, like jump over them, fake a Light of Virtue, whiff a LP or LK, or 
vse one of Remy’s many anti-air options accordingly: 


Early MP 

Early option select jump HP juggle with a Rising Rage Flash (HK) when 
Remy ands 

++ HP juggle with Rising Roge flash when Remy recovers 

Early Light of Virtue (LP) (porried), HK or EX Rising Rage Flash 

When opponents don’t toke the bait and stay grounded, parrying oF 
blocking Light of Virtues, advance on them, Throw a Light of Virtue (LP 
/ LK) and dash behind it, This provides a wall to dash behind, making 
ithorder to counter Remy’s ground movement. Most opponents react jn 
‘one of three different ways in this situation: 


1. Jump straight up. Countered at the end of a dash ond hitting HP or 
+ +HP depending on how close they are, 


2. Block the Light of Virtue. This pushes opponents backward and allows. 
Remy to come out of a dash with + + MK, Kara UOH or o charge por 
titioned EX High Light of Virtue to push them back further. 


3. They parry. Create a guessing game consisting of ether throw, close 
LK, kara UOH, or hit + + LK / + + MK depending on distance, 


No matter how opponents dea! with the Light of Virtue, you have a dis- 
tinct advantage when trying to get close. Although some characters com: 
vse specific attacks to get over and under 0 high or low Light of Virtus. 
counter this by baiting attacks behind the Light of Virtue by dashing one 
less time (or not at all), then waiting for a whiffed attack and punishing 
it, Once close, Remy’s best pokes are far MK, Cold Blue Kick, and Low ond 
High EX Light of Virtue, Low EX Light of Virtue is vital during foot games 
It's extremely fast and it hits low, making it hard to avoid if opponents ore 
dancing, trying to bait whiffed normals, Use Cold Blue Kick to go over 
boited low attacks. Use a High Light of Virtue early against anticipates 
jumps ond far MK just outside of their best low attack range. If you mar 
cage to boit a whiffed attack, + + HK is a passable whiff punishes 


However, its terrible recovery and easy-to-parry second hit makes it risky 
to do in general, if you're going to do it, make sure it hts. 


WAKEUP GAME 


One of Remy’s biggest weaknesses is a complete lack of a safe combo 
starting off of a low attack. + + LK > Light of Justice is all he has to 
work with and it can't be verified. This means you must work in many 
throws to get opponents to open up to high attacks. Thankfully, Remy 
has a great kara throw. Since Remy’s damage dealing options in wake 
‘up games are so limited, i’s best to attack with a Supreme Rising Rage 
Flash or a Light of Justice stocked. However, because Remy’s EX specials 
are so vital to his mid range game, you won't have stocked super meter 
often. Ration your bar usage so that you have the means to mount on 
affense if you manage to get a knock down, Remy’s options to work 
with in wake up situations include: 


|, Meaty close MP, verify if it hits; if it does, link into Supreme Rising 
Rage Flash, if it doesn’t, walk up kara throw, walk up close MK linked 
into Supreme Rising Rage Flash, or universal overhead linked into 
Supreme Rising Rage Flash, 

2. Step back just out of their throw range, block as they wake up in 
«ase of a reversal attempt, then kara throw. 

3. Step back, meaty + + LK, then ether walk up kara throw, walk up 
close LK, or option select low parry ++ MP. if you geto,parry, cancel 
“alo Supreme Rising Roge Flash, 

4. Meoty + + LP (x2), if hits, cancel the second jab into Supreme 
Rising Rage Flash or Light of Justice, IF it doesn’t hit, + + MP > Light 
of Virtue (LK), walk up kara throw, universal overhead linked into 
Supreme Rising Rage Flash, or walk up + + LP (x2) > Supreme 
Rising Rage Flash or Light of Justice again. 

5, Remy also has another trick on wake up that uses charge partition: 
ing. As opponents are getting up from a knock down, dash on top of 
‘thom, then jump straight up, start holding back to charge, then come 
down with a early blocked jump HK. When Remy lands, either kara 
‘throw or dash back and look for o throw whiff. If you see one, at the 
ond of Remy’s dosh press +» + KK (Low EX Light of Virtue) to punish 
‘the whiffed throw. Apply this same idea to other patterns fo punish 
‘hrow whiffs, On woke up, do on early whiffed HP while charging 
ack, timed so that it looks like it may hit (but doesn’t) recovering just 
before an opponent stands up. After Remy recovers, immediately 
throw, or do a quick close LK to beat tech throw attempts, then ether 
vealk up kara throw or dosh back, Low EX Light of Virtue, This pattern 
os two.throw attempts and counters thrown into one. 
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When Remy isthe one knocked down, use reversal EX Rising Rage Flash 
to beat most meaty attacks. Wake up throw, reversal super arf, porry- 
fag or blocking are also available, Use close LK in a defensive manner 
‘woke up situations. As Remy gets up, hold »¢ up fo asplit second after 
destonds, then let the controller return to neutral, hit LK, then press 
end LK to cancel the LK into a Rising Rage Flash. This blocks meaty 
stacks, while lose LK Rising Rage Flash (LK) should come out just 
S time to beat a throw attempt. This is extremely valuable to Remy. 
‘Although not failsafe, it’s one of his safer wakeup options, 


ADVANCED TACTIC 1: 
OVERLAPPING CHARGE TIMES 


‘Dverlap the charge times of special moves to allow the execution of 
‘pultiple charge moves in succession. The execution for this i fairly sim- 
‘pe. For consecutive Light of Virtues, charge +, press -», then press 
‘5 justo split second before pressing punch, Even though you pressed 
‘ench after pressing +, Street Fighter Ill: 3rd Strike’s game engine 
‘gies you plenty of leeway with the timing of button presses with con: 
‘poller inputs for special moves, 


ADVANCED APPLICATION 1: 
LUGHT OF VIRTUE TRAP 


‘Bie the idea of overlapping the charge times of Remy’s Light of Virtues 
step further by pipelining the charges, allowing for on unlimited 
‘penber of alternating high and low Light of Virtues. The execution is fair- 
easy, although the timing takes some practice. Charge and throw one 
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ow Light of Virtue with the advanced method, and as soon as you have 
ca charge again, throw a high Light of Virtue, then continue to overlap the 
chorges. If you set it up properly, you now have started to pipeline 
charges in advance thot will continue on until you decide to stop. Use this 
to trap opponents in the corner. Use this trick with High EX Light of 
Virlues and low Light of Virtues, and opponents will not be able to move. 
You can set this up perfecly by using charge paritfoning. Throw one low 
Light of Virtue with the advanced method, then dash once to follow it up 
‘ond immediately throw a high Light of Virtue. If you used the charging 
trick, you are now all set to stort throwing rapid fire Light of Virtues with- 
‘out any charge time to slow you down, This is a great way fo pressure 
opponents from mid screen to push them into the corner. 


ADVANCED APPLICATION 2: 
INSTANT RISING RAGE FLASH 
AFTER A LIGHT OF WIRTUE 


It possible to overlap the charge times of Rising Rage Flash during a 
Light of Virtue to make Rising Rage Flash available directly after 0 
Light of Virtue. Tap + for just a split second, then stort charging x. 
After charging enough for a Light of Virtue, throw it by pressing », 
then +P. Keep pressing # until Remy finishes the Light of Virtue, 
then execute o Rising Rage Flash, Holding charges for both a Light of 
Virtue os well os 0 Rising Rage Flosh, Throwing the Light of Virtue 
exhausts the backwards charge, but the downward charge continues, 
allowing a Rising Rage Flash to be charged while charging the Light of 
Virtue. You must have charge times down perfectly to get this to work. 
When you hold x too long, you allow the « direction to fully charge a 
Light of Virtue. When this happens, the game sees the initial backward 
charge os unnecessary and negates it. It is important to know the min 
imum amount of charge necessary to pull off this trick, This advanced 
technique should amaze and confuse opponents. Throw a high Light of 
Virlue, then catch a jump with Rising Rage Flash. No one expects it. 


ADVANCED TACTIC 2: 
CHARGE PARTITIONING 


To be an effective Remy player, you must learn charge partitioning, I's 
‘one of the few things Remy has going for him. It is important that the 
charge is not finished if you plan fo continue moving, Once the charge 
{s completed, you cannot break it up any further. Here are some exom- 
ples of how to incorporate charge partitioning into your game: 


1. Throw a Light of Virtue ond dash in behind it, Charge for a second 
Light of Virtue while throwing the first one. Finish the charge during 
‘the dash and immediately throw another Light of Virlue after the 
dash, 

2. Do a jump in attack and start charging back. When Remy lands, 
dash back ond finish the charge and execute an EX Light of Virtu 
This also works if you jump straight up and do an carly i jump HK, then. 
dash back and do an EX Light of Virtue, 

3. At mid to for range, stand up and walk back and fh, crouching 
every other step. Opponents assume Remy does not have a charge, and 
{ry to jump in. Mix it up by hiding charges in whiffed moves. Make it 
impossible for opponents to ever tell f you have a charge ready to go. 


SETUPS 


Ranged setups for UOH > super art 


Against small and medium sized characters: Py 


(+ + LP(x2), UOH Supreme Rising Rage Flash 
(+ + LP (x3)), kara UOH — Supreme Rising Rage Flsh 
(Close HP $ + LK), kara UOH ~ Supreme Rising Roge Flash 


Against wide characters: 
(Close HP + + MP), kara UOH —> Supreme Rising Rage Flash 


Against Oro: 


No setup is required. UOH — Supreme Rising Rage Flash works at 
clase distance on crouching Oro. 


RESETS © 


Reset 1: LP > LK chain has the weird property of being able to juggle 
for both hits os anti-air. fan anti-air + + HP lands, walk up, juggle with 
‘an early LP > LK chain, then dash under opponents as they flip out for 
‘an ambiguous cross up. This is a good way to land + + LP (x3) > 
Rising Rage Flash (HK) or MK linked into Supreme Rising Rage Flash it 
you have a super meter stocked. 


PARRY SETUPS AND TACTICS 


Aero blocked + + LP (x2), top and hold +, then press MP shortly 
‘afterwards. If you see o parry flash, do the motion for a super art to 
cancel + + MP and combo a super art. If opponents don't parry, you're 
out of their throw range and + + MP is blocked, pushing them away. 


GROUND CROSS UPS 


Remy con cross up Alex, Hugo, Elena, Dudley, Oro, Necro, Twelve and 
Usien in ony corner, 


Remy can cross up Chun-Li only in his own corner. 


FAVORABLE MATCH UP: HUGO 


Remy has the ability launch a barrage of high and low Light of Virtues, 
back to back. This tactic against a large character like Hugo, who cannot 
duck under Remy’s high Light of Virtue, is devastating, Remy can com- 
pletely shut down Hugo's movements, forcing him to resort to parrying 
in attempt to get around the moving wall, Defend against Hugo's 
attempts to jump and parry Light of Virtues by storing EX Rising Rage 
Flash charges after Light of Virtues (LP), allowing you to attack and air 
counter Hugo again if he manages to jump over or parry a Light of Virlue 
ile jumping. There's no need to get close. Keep your barrage of pro- 
jectiles coming ina methodical monner. Anticipate jumps and use anti- 
irs accordingly. Whiff occasional MPs in between Light of Virtues to cover 
the space in front of Remy ond build super moter. Slowly move Hugo 
towards a comer by throwing a Light of Virtue (LK), dashing once behind 
it, then immediately coming out of the dash with the Light of Virtue par- 
titioning trap. If you manage to get Hugo cornered, keep him there, 


UNFAVORABLE MATCH UP: CHUNLI 


Light of Virtues are almost completely useless vs. Chun-Li, which elimi- 
nates half of Remy’s offense, Without o stocked super meter, Chun-Li 
can use roundhouse to get over Low Light of Virtues and + + MK under 
high Light of Virtues, making it hard or Remy to follow one to get close. 
With Houyokusen stocked and ready to go, Chun-Li can go through a 
Light of Virtue on reaction to its release, This limits the use of Light of 
Virtues, which makes adveoncing against a character like Chun-ti, who 
completely controls the ground, extremely difficult. Remy must get dose = 
since he hos no normals that compete with Chun-Li's ground game, If 
you manage to get close, Remy’s most effective normal on wake. up, 
close MP, completely whiffs against a crouching Chun-Li This leaves only 
the less flexible + + LP (x2) or close MK fo land super arts. 


To win this match up, ump the gun of Round I 

before she gots pean meter. Throw alan 

cond bait Chun-Li to try to get under oF over them hy dashing it 

side of HK or + + MK rango, then punish the whiffs. Get close and deal 
‘as much damage as possible with throw and counter throw set ups, Save 
Super mete for EX moves, ond end the round before Chun stocks up 
‘ameter of her own. When Chun-Li gets super meter (and she wil), play 
patiently. Build up your own super meter from a range by whiffing 
crouching and standing MPs, then get back into footsie range and land 
‘as many low EX Light of Virtues as possible, punishing whiffs and nail 
ing her while she is dancing back and forth. 


ages 


NORMAL MOVES 
STANDING 


MWK is Ryu’s best poke just out 
side of + + LK range. His foot 
extends out and goes over most 
low attacks, yet has a wide 
enough hitbox to catch most 


characters os they attempt to 
stick out something. Use this to 
beat other character's pokes, 


HK covers a wide hi oreo, Use it STARTUP (5) 

from for ronge to catth large Kaa a5 6 WEI 
characters at the beginning of 

jump attempls, or use it aso uni- 

versal anti-ait. W's possible to GUARD H/L 
stick this out at almost any time PARRY (1 


to be effective and to confuse 


parry attempts, lerce 
START UP 

Fp ee) << 

GUARD /‘W/L 

PARRY ( H 


COSTUMES 


dH + UDIS 


Basic overhead, Comes out foirly fast and does ok stun damage, An 
‘ok option to add to your mix up game. If done extremely 
early/meaty vs a character waking up from a knock down you con 
Link after it with o + + MK canceled into a EX Hadouken or Shinkuu- 
Hadou-Ken. However, because it has to be done so early to link after 
i ifs much easier to see ond react fo as a overhead. 


i 


Command attack with slow start up that hits twice and leaves Ryu at 
slight frame advantage when blocked, giving you the ability to start 
‘a mix up game. If it hts, i's possible to ink a EX Shouryuken or a 
Shin-Shoryu-Ken after it. Becuase if it’s heavy start up however, it's 
fairly easy to parry and counter on reaction. 


stant UP (4 (faq| 
+242 J+? J) 

GUARD (W/L 
Jee | PARRY (4 


START UP 
33 


-] | 
GUARD /1/. 
PARRY (“Hi 


WH + HDIS 


STANDING CLOSE 


lose MP is a good poke that pro- 
vides frame advantage, soit is good 
for tick throw setups and other mix- 
ups. For example, after a blocked 
MP hesitate, then walk up ond use 
IMP again (Or + + LK (x2). The 
trick isto make it look like a throw 
attempt which should lead to on 
‘opening MP links into Shin-Shoryu- 
Ken, and is the only verifiable high 
‘attack into Shin-Shoryu-Ken that 
does so on all characters. 


lose MK hits high, so itis useful 
against would-be low parriers. It 
links into Shinkuu-Hadou-Ken on 


all crouching characters. I links into. 


Shin Shoryu-Ken (universally on 
‘ex ond Duley, on stoning Elena, 
Necro and Teh, ond on crouching 
Uren, Makoto and tuk 


dH + W+ a1 


STARTUP (3) 


C8 U3 
GUARD /‘H/L 
PARRY (1/1 
STARTUP (5 )({)| 
+1 C2 C43 JES 
iu GUARD (1/1 
PARRY ((H 


smart uP (4 (fay 
42 JLo ))BS) 


GUARD (W/L 


ts PARRY ( 


THROWS 


. 


CROUCHING 


++ LK hos many uses Isa quick 
poke that hits low that can be used 
for tick throw setups ond mind 
games fer blocked + + LK, you 
have a lot of options: throw, hesi- 
fate and + + LK x2 follow up, dash, 
bock and punish a reaction etc. It 
chains into itself, so you can combo. 
+ + LK x2 ino either Shinkwu- 
Hodou-Ken or Shin Shoryu-Ken. 


+ + INK is Ryu’s best poke for 
mid ronge fighting. It combos 
into EX Hadoukens or Shinkuu- 
Hodou-Ken from long range, 
punishing whiffs or to apply pres- 
sure, While good from a distance, 
op close it can be countered by a 
few super arts because of its 
slocked frame disadvantage, 


+ + HK is good for punishing 
whiffed normals when you don’t 
have a stocked super meter. It 
comes out quickly and knocks 
down, but has terrible recovery, 
Vulnerable to combos if blocked 
se, and some super arts from 
further away. IF you use this 
attack, make sure it hits. 


JUMPING 


Jumping HP is Ryu’s best jump in 
Use it to get in safely. If oppo: 
nents block, you have significant 
frome advantage to setup o 
‘hrow or some mixup into super 
art. For instance, jump HP. land 
‘and hesitate (to make it look like 
«throw setup) then LK, LK super 
‘ort, Jump HP also. has the prop- 
‘erly that if itis executed at the 
Jtest possible moment (just 
before hitting the ground while 
ill connecting) it is safe from 
‘gyound parry attempts. The parry 
‘nay hoppen, but Ryu lands in 
‘ime to block any ground move 
‘end tech any throw attempt. 


SPECIAL MOVES 


+u>+P 


Hadouken 


s41P Low Jab, WILK Low Short 
STARTUP (4 )ffej] startup (5) 
S33 6) Coe 
[sa 
GUARD /H/L GUARD (“1 
[PARRY (‘1/1 , PARRY (“L 
MK __low Forward 
STARTUP (7 )(fa| 
(pene) <| 
| Button, saat) determines the ae at CoG On stort up, it has a small window of putabiy 
projectile travels. In some ways, this is Ryu’s ideal — meaning in wake up or anfi-air situations, it has the 
GUARD (HL GUARD( 1] joke, Becunse of is mfless range and he speed of aby consistent htt an opponents aac. The 
PARRY ( |. which it travels, characters trying to play a normal EX version hits twice and carries a longer invulnerabil- 


H [PARRY (4) 


Low Fierce 


# /= + MP_Jumping Stron 


‘START UP 


Cola 


4 EK Vertical Forward 
‘START UP 


eer | 

/(GUARD/ GUARD/ 1 

[PARRY (“H PARRY (“H 
++HP Vertical Fierco ~~ A/S MK_Jumping Forward 
STARTUP (6 Jf START UP 


| (GUARD (1 | 


‘GUARD (11 


PARRY ( H 


Fors + HP_Jumping Fierce 


STARTUP (6 )(fa] 


| PARRY (“i 


++ HK Vertical Roundhouse 


(start UP Cofal 


SMP ___ Vertical Strong 


fan fe 


—\(— {— | 


GUARD 1 


2 GUARD/ 1 


foot gome cannot make this poke miss, they must 
deal with it in some other way. However, because of 
the semi slow start up and its heavy recovery, it's a 
fairly risky move at mid range, the range you woul 
‘normally want to do it at, Many characters can super 
cart (hit or blocked) Ryu during the recovery of a nor- 
mal Hadouken, The EX version has none of the orig- 
inal Hadouken’s weaknesses. I's completely safe if 
blocked, hits twice, giving opponents more to parry if 
they try, does more damage, and knocks down when 
it hits. Because of these positives, the EX Hadouken 
gives Ryu « firly dominant poke at mid range, mok- 
ing the EX Hadouken a must. 


eee 


ity window, meaning more hits fo parry if used os onti- 
cit. Additionally, it consistently beats attacks: more 
offen than o normal Shouryuken. Due to the heavy 
recovery time, missing with this move means you're 
going to take a large amount of damage, Use careful 
|y at unexpected times in situations where you need to 
stop an opponent's offense, scoring a peel down and 
reversing the flow of the match in your favor, 


Init, +¢+ 4K Tatsumoki Senpukyaku 


Tatsumaki Senpukyaku 


we eu eth Joudan Sokutou Geri 


PARRY (i PARRY (“1 
4+lK Jumping Short + /'8 + HK Jumping Roundhouse 
STARTUP (4) STARTUP (6 )ffaq| 


=| 


‘GUARD/ Hi 


GUARD i | 


PARRY (11 


[PARRY (“1 


Largely used for combos. This move does good! damage 


‘ond stun damage, but it has a heavy recovery. Hits 
crouching characters, unlike Teisumoki Senpukyaku, 
Use only in punishment situations. EX version puts oppo- 
nents into a juggle state on impact. After bouncing off 
the wall, you are fre to juggle for extra damage, 
preferably Shouryuken (HP). From for away, Hadouken 
(IP), dash once behind it. Ifthe Hadouken was partied, 
cancel the dash recovery into Joudan Sokutou Geri 
(change button used depending on the range). 


Use for combos, specifialy punishment situations where you're guaranteed the damage. Because this move whiffs. 
‘against crouching characters, ifs completely punishable, tit or blocked. Only use in situations where opponents are. 
stonding like after « dizzy, or when recovering from a move. The EX version hits multiple times for 
‘and hits crouching characters, Is ill unsafe if blacked, There i ie reason to use it over a EX Joudan Sokutou Geri, 


te) i @ 


‘damage, 


SUPER ARTS 
SUPER ART | 
Gxstsoep  Shikus Haute] 


Ryu’s most versatile super art, With two stocks of super meter, it gives Ryu 
the ability to land super arts and use EX moves. Without super meter, Ryu 
doesn’t have very many safe offensive options from mid to long range. 
Having EX moves available allows Ryu to overcome his dificulty getting 
in lose ond scoring knockdowns. EX 
Hadoukens are Ryu's best weapon, so this 
super art can be used to stock meter solely 
for the purpose of EX Hadoukens. Ryu also 
hos many figh damaging combos with the 
use of one or two EX moves. 


Shinkuu-Hodou-Ken is useful if you man- 
‘age to fill super meter without using EX 
4 Hodoukens. It combos easily from close 
range (+ + LK (x2) > Shinkuu-Hadou- 
Ken; MK link Shinkuu-Hadou-Ken). It can 
‘also be used to from long range (+ + MK - 
> Shinkuu-Hadou-Ken) to punish whiffs and 
provide a nice range gome, It can also be used as a sofe anti-cir 
(Shoryuken > Shinkuu-Hadou-Ken). If opponents attempt to parry, 
Ryu recovers from the super art while they are stil parrying it, so itis 
safe to continue attacking or block safely, 


Recommended Super Art: 
Shinkuu-Hadou-Ken 

With two stocks of super meter providing access to EX moves and 
super ari, Shinkuu-Hadou-Ken gives Ryu enough weapons to 
attack safely from all ranges. Getting in dose is key to Ryu’s ome 
plon, His kara throw and knockdown mixups are good, but you 
must get in close to stort his mix up game. EX Hadouken gives Ryu 
the help he needs to score a knockdown and get in safely, 


COMBOS YOU NEED TO KNOW 


3 HITS OHITS 
TOTAL DAMAGE: 26 TOTAL DAMAGE: 73 


< ++ MK EX Hodouken Jump in HP land, close HP > EX 
Joudan Sokutou Geri, juggle with 


hws only safe combo without « alate close LP EX Shouryuken 


full super meter. Knocks down, 
2 HITS 

TOTAL DAMAGE: 41 

Close HP -> Shouryuken (HP) 


High damage jump in. Use in 
punishment situation or after a 
successful parry while jumping 
in, Knocks down, 


Most damaging combo to do ® HITS 
without a stocked super meter in. TOTAL DAMAGE: 77 
© punishment situation. Knocks — copier OnLy 
down, 
Jump in HP land, close HP > EX 
3 HITS Joudan Sokutou Geri, juggle with 


«erly €X Shinkww Totsumoki 
Sempuu Kyoku, juggle again wth 
a early Shouryuken (HP) 


TOTAL DAMAGE: 55 

Close HP > EX Joudan Sokutou 
Gori, late Shouryuken (HP) 

High domage jump in. Use 
against 0 dizzy opponent in the 
corner, or offer a successful parry 
during a jump in near the corner. 
Knocks down. 


‘Most damaging combo to do in a 
punishment situation with sufi 
cient super meter. Knocks down, 


SUPER ART II 
SASS ep Sti Shonten| 


Shin-Shoryu-Ken is Ryu’s most damaging super art. With only one super 
meter to stock, avoid the use of EX moves. Your goa! should be to land the 
super art. If you can get in close, there are many ways to safely combo 
into Shin-Shoryu-Ken (+ + LK (x2) > Shin-Shoryu-Ken or MP link Shin- 
Shoryu-Ken). Getting in close to land this, 
super art is difficult. Without the use of EX 
moves, its hord for Ryu to attack safely ond 
score a knockdown. You must be patient ond 
wait for an opening to knock down oppo- 
nents. With Shin-Shoryu-Ken stocked, oppo- 
nents must become cautious. If they make 
‘ony mistakes, you can punish them with a 
big combo into a super art, The fear that 
Shin-Shoryu-Ken insils in opponents gives 
‘you opportunities to stay on top of them, Use 
this fear to land kara throws and overheads 
until you eventually land the super art, 


Meter management and patience is crucial to , 


‘making Shin-Shoryu-Ken effective, 


TARGET COMBOS 


HP > HK 


Akward command chain that does decent damage. 
Becuase of the positioning needed to even connect a 


HP close enough for the HK to hit, this chain is diffi- 
cult to land. Its only use is as anti-ar, if the HP is parried, chain into 
the roundhouse and hope they don't parry that as well. 


8 HITS 13 HITS 
TOTAL DAMAGE: 63 TOTAL DAMAGE: 79 
CORNER ONLY +4 LK, + + LK > Shinkuu- 


Hodou-Ken, juggle with another 
semi late Shinkuu-Hadou-Ken, 
juggle with on early Joudan 
Sokutou Geri, 


4+ 1K, + + LK > Shikw- 
Hadou-Ken, juggle with a early 
Journ Sokutou Geri (LK) 


‘M midscreen, the same is possi- 
ble but without the extra juggle 
‘ot the end, Knockdown, 
Verifiable. If 4 + LK (x2) is 
blocked, Ryu remains fairly lose. 
In range for low parry option 
select + + MK, walk up kara 
throw or UOH, 


Most damaging and flexible 
‘option using maximum super 
meter. Knockdown, Verifiable. If 
+ + LK (x2) is blocked, Ryu 
remains close ond has a +1 
frame advantage to work with to 
mount another attack, 


SUPER ART Ill 


Denjin-Hadou-Ken is an unblockable projectile that does massive stun 
damage. The longer you charge (by holding punch), the more stun dam- 
‘age it does. A fully charged Denjin stuns any character. You can speed 
up the charge time by jiggling the controller while holding punch, Once 


it is fully charged, it releases automatically. 


Denjin-Hadou-Ken has a scary potential. 
Because it is unblockable, opponents have 
no choice but to attempt fo parry it, or get 
‘out of the way. The most common setup is 


Back throw opponents into the corner, then 
lose to that itis extremely difficult to parry: 
itfon reaction, so they must guess when itis: 


stort charging the super art while they are: 
r 4 7 coming. Mix-up the timing ofthe release fo 


‘on the ground, With this setup, Ryu is so. 
E frustrate many opponents, 


The downside to Denjin-Hadou-Ken is that i is inherently random, You 
don’t combo Denjin-Hadou-Ken, you release it and hope oppnents are 
‘unprepared for it. It is hard to hit someone with a fully charged Denjin- 
Hadou-Ken. Gain some extra time by throwing Hadouken (LP) and can- 
‘eling into Denjin-Hadou-Ken, Hadouken keeps opponents grounded in 
blockstun while you charge. 


THITS 
TOTAL DAMAGE: 98 


Close HP ->Shouryuken (HP) 
Shin-Shoryu-Ken, juggle. with 
Joudan Sokutou Ger (HK) 


7 HITS 
TOTAL DAMAGE: 90 


++LK, ++ LK Shin-Shoryu- 
Ken, juggle with Joudan Sokutou 
Gori (HK) 


Flexible, high damage option 10 
land a Shin-Shoryu-Ken, Verifiable. 
Knocks down, 


STRATEGY 


fyu's gome plan is highly dependant on super art selection, At long 
ronge, Ryu is a threat only if you're willing to burn meter on EX 
Hodoukens. As long as the opponent is on the ground, Ryu is complete- 
ly safe ofter an EX Hadouken. Throw out EX Hadoukens from time to 
sime to catch random pokes and dashes. A perfect time to just throw an 
EX Hadouken is after a teched throw. 


++ IK ond + + HK are Ryu’s best pokes for foot games, When at a 
distance, stay just outside of opponents’ longest low poke, and bait them 
fo stick out something. Punish the whiffed move with + + MK, 
Hadouken, or + + HK. After you knock them down, dash in close and 
ty to stay as close as possible, 


Ryuis deadly at close range. Ryu has an exceptionally tong kara throw., 
so work to stay within its range, The kara throw range is from just inside. 
two + + LK’s distance, close MK’s distance. Some good throw setups are: 


++ UK, throw. 

++ 1K (x2), throw. 

LK, throw. 

Close MK, throw. 

++ LK, whiffed LP throw. 


‘When opponents expect throws, that leaves them open to super arts, For 
example, + + LK, hesitate, + + LK (x2) > Shinkuu-Hadou-Ken; + + 
LK, whiffed LP + + LK (x2) — Shinkuu-Hodou-Ken; LK, walkup close 
NP link Shin-Shoryu-Ken; + + LK, dash back, +/+ MK, Tatsumaki 
Senpuu Kyaku; + +LK, + + HP EX Hadouken. The key is to throw often 
to get opponents fo expect a throw, which is the time to capitalize with 
a big combo. 


Ryu’s oir options are rather limited. Jump HP is his best jump in because 
ofits safe propetis, Jump MK cross up is not very good on already 
standing opponents. Most characters can easily walk or dash under it, 
Always stay in front of opponents if they jump in. It is usually a better 
idea to stay on the ground and score a knock down via EX Hadoukens, 
or countering a whiffed attack with + + HK. 


Against cirborne opponents, jumping MP is Ryv’s best option. With two 
hits, itis a foirly safe move, An option select air parrier takes a hit, leav- 
ing Ryu ot the advantage. It is ao a good alternative to use for jump. 
in attempts. Many players forget that itis two hits and tend to only block 
the first hit, Even if the move is parried, itis hard to counter attack Ryu 
when he lands, 


When Ryu is on the ground and someone jumps in, a quick reacting 
jumping MP to counter works really well as anti-ai Vertical HP is good 
1s well because ofits range. For a more traditional and safe anti-ir, use 
Shouryuken — Shinkuu-Hadou-Ken. In order for Shinkuu-Hadou-Ken, 
fo combo, it must be a Shouryuken (LP). The safest onti-air tactic, and 
the most unexpected, is to dash under opponents as they jump at you. 
‘fthey commit to an attack, or attempt to parry, they will not be block- 
Jng when they land. You are free to use the combo of your choice. 


Some characters are simply better at longer range than Ryu and will out 
footsie him all day. Against these characters, Ryu's only options are to 
burn meter on EX Hadoukens and hope to score a knockdown, or jump 
in with HP or attempt to parry. Getting in close isthe hard part, but stay- 
ing close is the key to success with Ryu. 


WAKEUP GAME 


With super ort | and II, Ryu has both high and low options to verify into 
‘a super art, This is important in thwarting parry attempts. Sakotsu Wari 
is fast and does stun damage, deal for Denjin-Hadou-Ken users, Super 
cart! ond Il con both be comboed off of a meaty UOH on wake up. I's 
also possible to combo normal attacks into a big EX combo after a meaty 
UOH, although the timing is very precise, 


Ryu has many quick foke out maneuvers fo trick people on wake up. 
For example, whiff on LP over their head right before they get up then 
immediately throw. This makes it look like you are going for something 
other than a throw and they tend to black. Nox! time on wake up, whiff 
the LP and they might anticipate the throw, so perform.a + + LK (x2) 
> super art. You can do the same sequence with whiffed + + LK into 
‘throw, then next time do a high move that is verifiable into a super art 
‘Another good tactic is to option parry into throw as opponents are get- 
fing up. Do this right in their face. Many players expect Ryu to throw 
from his maximum kara throw range, Surprise them with an in-your- 
face throw. Finally, to totally fake them out, dash back on wake up to 
boit a throw attempt or woke up move, then + + MK combo for big 
damage and another knockdown to repeat the process. 


When Ryu is the one knocked down, he has the traditional wake up 
options such as psychic Shouryuken, wake up super art, parrying or 
blocking. If opponents tick or do any hesitation move, a good counter is 
a quick + + LP + + LK combination. If they block, they are pushed 
‘away to a safer distance, IF it hits, finish with Shinkuu-Hadou-Ken, if 
‘available, 


SETUPS 
Ranges setups for UOH —> super art 


‘Against small and medium sized characters: 
(+ + LK, + + MP), UOH > Shinkuu-Hodou-Ken 
(Close MK, LK), UOH > Shinkuu-Hadou-Ken 
Agoinst wide characters: 
(+ + LK (x3)), UOH = Shinkwu-Hadou-Ken 


Agoinst Hugo, Elena: - 


(close MP, + + MP), UOH — Shinkuu-Hadou- Ken 


Against Oro: 


No setup is required. UOH — Shin-Shoryu-Ken works af cose 
distance on crouching Oro. 


RESETS 


Reset 1: LP as anti-air, dash forward and Shin-Shoryu-Ken before the 
opponent hits the ground. The LP causes a flip recovery and landing. 
Because of ths, iS possible to use a super art the moment they fully 
recover in the ait Their only option isto attempt to parry. Affer doing 
this « few times, mix it up and dash forward and + + LK (x2) > super 
ort instead. This works if people are expecting the reset and attempt to 
parry, They must input the parry command so close to the ground that 
they will not have time to react and block low in time. 


Reset 2: After an EX Joudan Sokutou Geri combo. instead of finishing 
with a Shouryuken (HP), dosh up and LP then reset with Shinkuu 
Hadou-Ken for more damage. Opponents have no choice but to parry. 
If they do so, you recover while they are sill parrying, so you can con- 
tinue to attack them during the Shinkuu-Hadou-Ken to mess up their 
porry timing. 


Reset 3: Afler 0 mid oir jumping kick. By hitting air to air so thot Ryu 
lands first, juggle with a Shinkuu-Hadou-Ken. With two full two super 
meters, juggle again with another Shinkuu-Hadou-Ken. 


PARRY SETUPS AND TACTICS 


If you're fishing for damage, and + + LK (x2) is blocked, « good pat- 
tern is to either walk up a step and kara throw, walk up + + LK (x2) 
‘again, or let the controller go to neutral, fap +, then hit + + MK. If they 
hit @ button to try to stop what they think is 0 throw, and it’s a low 
attack, you parry the attack, + + MK hits, then you can cancel + + MK 
into a super art or special attack on reaction to the parry. If they don't 
press anything + + MK comes out fo push them away. The key is to 
void canceling into a super if you don’t visually see the parry happen. 


GROUND CROSS UPS 


Ryu can cross up the flloving characters in any commer: 
Twelve, Alex, Dudley, Neco, Hugo, Uren, 


Ryu can cross up Elena only in bis ovm corner, 


FAVORABLE MATCH UP: DUDLEY 


This is @ good match up for Ryu mainly because of one move: HK. Ryu 
can zone Dudley and keep him away with this move all day. It covers. 
ground and cir and beats most all of Dudley’s normals. Dudley has a 
wide ducking it box, so ths move even hts Dudley when he goes low. 
Dudley has alow jump, sits hard for him fo get over HK. Dudley must 
resort to parries to successfully jump in, Use this is to your advantage 
by mixing up the timing of attacks to prevent Dudley from parrying. 
‘Add HP and execute the target combo to mix it up further. 


With Dudley into the corner, use mix ups off of throws to keep oppo- 
nents confused about what to do, IV's possible for Ryu to ground cross 
up Dudley off of a back throw if Dudley quick recovers. Do this enough. 
times ond Dudley will probably stop quick recovering. If he doesn't 
quick recover a neutral throw in the corner, combo on the ground Shin- 
Shoryu-Ken, 


OHITS 
TOTAL DAMAGE: 88 


CORNER ONLY (VS, DUDLEY) 


Neutral throw, just as Ryu recovers, do a Shin-Shoryu-Ken, if timed cor- 
reclly it hits while Dudley is on the ground. Juggle with o Joudan 
Sokutou Geri (HK) offer the Shin-Shoryu-Ken finishes 


The timing to hit Dudley off the ground with the super art is extremely 
inflexible, If you miss the off the ground hit Ryu flies into the air and is. 
completely open when Dudley gelsup from the pe 


vieniomaeie MATCH UP: CHUN 


Ryu is most effective from close range, bu! Chun-Li can out range ond — 


‘out Footsie Ryu to the point that he can't get in on the ground. Chun-Lis 


low forward keeps Ryu away, When Chun-Li doesn’t have super mater, 


play Ryu’s EX Hadouken game to score a knockdown and got close. As 
soon os Chun-Li has a stocked super meter, her ability to super a 
through Hadoukens renders this strategy useless. 


Ryu’s only option to get in is to jump. Late jumping HP often wor 


‘agoinst o defensive Chun-ti, but an active Chun-Li knows fo stop any 
jump in attomps with o counter air throw, anti, or by walking under 
Ryu. For Ryu fo win this match, star! the match off strong, aftacking 
while Chun-Li doesn't have ony super meter. Once she dos have « 
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sean 


NORMAL MOVES 


STANDING Sh STANDING CLOSE close Jab 
HP hos okay rage, «fost star | Close MP hos frame advange STARTUP (36 
up, ond good recovery. A poke (+5 J( 45 J[_+5 VE off of it, so itis good for tick (+5 J(_+5 (+5 ES 
from close range. a= el throw setups and other mix ups. | 
IK moves Seon forver, ond [suaRi Te CU 
bes low pokes cleanly. while | HP ogin (Or 4 + UK 2) & PARRY (/1/ 
keeping Sean close. ‘ 
(lose HK is 0 mid-level tick . 
with o large amount of frome STARTUP (6) 
auvantage if blocked, Good for Cnenan|: 
) verifying ond linking into Hyper le ae 
—— Tornado, or Hodou-Burst when 
gp SUARDE Wt. chose enough 
| [PARRY ("H 
STARTUP (9 ff 
7 )C3 C3 a} z 
5 |, SA 3" l 
Dg (GuaRD (4/1. | (GUARD /W/. GUARD /i/L 
ae PARRY ( 4 PARRY ("H) 
COSTUMES 


0) 


<— 


4H + Wt d 


dH + HDS 
WH + HDS 


aw + unis 


Slow two hit overhead attack with heavy recovery time. Hit or 

blocked, many characters can retaliate with a fast super. However, if 

they don't have ony stocked super meter, use this move ot point = 
blank range in mix-up games. Use HP as cover before an attack pat- 

tern, HP Sean Pachiki or HP Sean Tackle, then + + LK (x2) or 

throw for o three way mix-up. a 


Goes over mony mid level attacks to score a hi. Extremely unsafe how- 
ever, and whiffs against most crouching characters and low attacks. 
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SPECIAL MOVES 
teedP Zenten| + # +» > +P (hold P Sean Tackle 


CROUCHING 


$+ Uhos mony uses, isa {STARTUP Gf] 


suit poke thot con be used for [43 J +3 
‘ick throw setups ond mind 
gumes. After a blocked + + LK, 
you have many options: throw, 
hesitate and + + LK (x2) follow 
vp, dash back and punish a reac- 
fion and soon, It chains into 
fiself, so you can combo + + LK 
(x2) into any superar 


Command roll, Button strength determines the dis- 
tance rlled, Sean rolls through opponents and can- 
not be thrown out of, but he remains vulnerable fo Command dash with a low hitting follaw up if you 
GUARD low attacks, Use it to create throw whiff in wake up hold punch down after you input the command 

situations. Otherwise, Sean goes into a small recovery, conceling 

Zi [PARRY out the tackle at the end, leaving him free to attack 


with other moves, 
axe? Dragon Smash 


Although the fllow up cannot combo off of any- 
thing, the command dash itself is useful, allowing 


4+ + MK is Sean's best poke for 
mid range distance fighting. 
Combo into Hadov-Burst or 
fyper Tornado from long range 
fo punish whiffs or to apply pres 
sure. Up close it can be countered 


START UP (a) 


by a few super arts because of its 160 0 ee Sean to stay close after failed attacks. Canceling into 
blocked frame disadvantage. = | this move from heavy attacks is one way to go for 
bosic mix ups such os close HP > Sean Tackle, 

‘GUARD: i throw; close HP > Sean tackle, + + LK (x2); or close. 

PARRY (“| HP > Sean Tackle (hold P to follow up). The tackle 


grab follow up variation is important when you antic- 
ipute opponents attempting to punish the recovery of 
a Sean Tackle, 


ioe Ryuubi Kyoko 


JUMPING 


Jumping straight up LEMP and 
LK odd one frame to the stort up -}(-j)J- -\(- Jie | 
times of those attacks compared = 
fo jumping forward or backward. 


Mostly good for knock down combos in punishment 
situations. The EX version is a decent reversal in 
Use jumping HP to get in safely, PARRY (11 PARRY (11 woke up situations. 

iFopponents block, you have sg- 
nificant frame advantage to 


sop 0 throw or some mix-up STARTUP (7 )(fay 


GUARD/ 1 


Tornado, 


into 0 super art, 


1 


GUARD” H 
PARRY (“+ ) 


A leaping kick that ares towards as Ver 
slow and carries o slight disadvantage if blocked, mie 
nnerable fo fast super arts, Does nothing for Seun 
offensively The EX version is much safer, but it til 
doesn’t do much for Sean's game. 


Hits crouching opponents, but it does not knock down 
‘ond is not sofe if blocked. Passable for use in punish: 
‘ment situations when the damage is guaranteed. The 
EX version hos similar properties except that it's 


CAPE] START UP DESI] sll ster is more es and does more damoge 


ay t 
GUARD( H| | SN (GuARD/ 4 
PARRY (11 PARRY ("1 


SUPER ARTS 
SUPER ART I 


pur tu te 


Hadou-Burst i 


SUPER ART II 
$x > $x > +P (push P rapidly) Shoryu-Connon) 


SUPER ART III 


dup eu ee? 


Hyper Tornado ] 


Hadou-Burst is o one hit fireball. With three stocks of super meter and 
‘a short bar, itis ideal to use in every combo opportunity in tandem with 
EX moves, Hadou-Burst combos from + + LK (x2) and close HK link, 
giving Sean high and low options. Hadou-Burst also combos nicely off of 
4 + MK from all ronges. + + MK > 
Hodou-Burst is Sean’s only threatening 
‘attack from long distances. Use it to zone 
out characters and punish whiffs, 


The downside to Hadou-Burst is its long 
recovery. Hadou-Burst sends opponents fly- 
ing across the screen while Sean is stuck in 
his projectile stance. He must quickly dash 
‘cross the screen to regoin o position near 
opponents. 


Recommended Super Art: 
Hadou-Burst 


Shoryu-Cannon has a longer bar than Hadou-Burst and only two stocks, 
but does more damage and has more juggle potential. It hits multiple 
times so it works os ant-ir, Combo into it low from + + LK (x2), or high 
‘on a crouching opponent from close MP link, Unfortunately, Sean must 
be extremely close fo land these combos. 


Sean isn't the most offensively oriented 
character, especially against characters that 
can keep out of range such as Chun Li and 
‘Akuma. It is hard for him to actuolly land 
‘Shoryu-Connon from that distance, and itis 
unlikely that Sean will be able to pressure 
his opponent enough to bait them to jump 
and get caught with an anti-air Shoryu- 
Connon, 


TARGET CHAIN 


Hadou-Burst is the best super to give Sean a fighting chance. The bar is short enough so he should 
always have at least one super stocked and ready to go. The ability to do EX Dragon Smashes 
without worry helps Sean get out of corners and turn the momentum in his favor. With Hadou- 


CLOSE MP > HK 


Hyper Tornado only stocks one super meter, but it does the most dam- 
‘age of any of Sean’s super arts. It has the same combo possibilities as 
Hadou-Burst, With Hyper Tornado stocked and ready to go, Sean is a 
threat from far mid to long ranges. Punish any poke or rush down 
‘attempt with + + MK > Hyper Tornado, 


Only having one stock of super meter for: 
Hyper Tornado is a big disadvantage. After: 
landing i, it takes Sean a long time to refill 
his meter to use it again. During that time 
Sean does not have any high damaging 
Combos off of pokes to keep opponents 
from rushing in on him. 


Sean's only safe combo without a stocked super 
‘meter, Hot so good damage off of o mid level attack. 


Burst, you can turn any opening into an opportunity to connect with a combo into super, 


COMBOS YOU NEED TO KNOW 


2HITS V4 Hits 
TOTAL DAMAGE: 30 TOTAL DAMAGE: 65 
Close MP -> Dragon Smash 4+ UK, & + LK > Hyper 


Tornado 
Damaging combo used for pun: 
ishment situation, Knocks down, Flexible, verfoble way to land 0 


Hyper Tornado. IF + + LK (x2) is 


rdachl blocked, Sean remains dose ond 
TOTAL DAMAGE: 41 has @ +1 frame advantage. Walk 
Close HK => EX Tornado up + + LK (x2) -> Hyper Tornado, 


walk up throw, low parry option 
select + + MK —> Hyper Tornado, 
‘or wolk back o sep universal over 
hhead linked into Hyper Tornado 
are all good patterns in this situo- 
tion. Knocks down. 


13 HITS 
TOTAL DAMAGE: 73 


Close HK linked into Hyper 
Tornado, 


Heavy damage non super combo, 
Good in punishment situations. 


HITS 
TOTAL DAMAGE: 36 
44+ LK, + + LK > Hadou-Burst 


Flexible, verifiable way to land a 
Hodou-Burst. If + + LK (x2) is 
blocked , Sean remains close and 
has «+1 frame advantage. Walk 
up + + LK (x2) > Hadou-Burst, 
walk up throw, low parry option 
select + + MK > Hadou-Burst, 
or walk back a step universal 
over head linked into Hadou- 
Burst are all good patterns in this 
situation. Knocks down. 


Veritiable way to land « Hyper 
Tornado. Heavy damage. Knocks 
down, 


15 HITS 
TOTAL DAMAGE: 55 
44 LK (x2) > Shoryu-Connon 


Flexible, verifiable woy to land 
Shoryu-Cannon Knocks down, 


3 HITS 

TOTAL DAMAGE: 52 

Close MP Dragon Smash (HP) 
> Hodou-Burst 


High damage combo using 
Hadou-Burst, good for punish- 
ment situations, Knocks down, 


Sofe in most situations, the roundhouse whiffs 
‘against Yun and Yang when they are crouching, 


STRATEGY 


Sean's offensive options are rather limited. He can't really score big 
damage outside of using a super art. To make up for this, concentrate 
‘on londing as many super arts as possible, Hadou-Burst is the best 
choice for giving Sean a decent offensive game. Without a stocked super 
meter, stick with + + MK and + + HK for poking to inflict damage and 
score a knockdown, When at a distance, stay just outside of the oppo- 
nnent’s longest low poke, and bait an attack, Punish any whiffed move 
with + + HK, then dash in after the knockdown, 


‘AM dose range, use Sean Tackle to bait out an attack or tech throw 
attempt and punish accordingly. From mid range, use + + MK > Sean 
Tackle (LP). Don’t finish the tackle command (meaning don’t hold the 
butfon). In essence, you use the Sean Tackle as o quick dash while oppo: 
nents are in block stun from the previous move. When Sean recovers, 
throw or use (+ + LK (x2) / close HK) —> super art, Use Sean Tackle to 
‘opply constant pressure whenever pushed out of range, For example, if 
+ + LK (x2) is blocked, immediately + + MK > tackle to get back in 
ose, 


After a jump in, hesitate a split second to make it oppear like you might 
throw, then Zenten (LP) through opponents and attack from the other 
side. Expect to score a hit if you catch them in a throw whiff or they sim- 
ply didn't react in time to block, Don't try this too often, but do it every 
conce'in a while to keep opponents on their toes. 


When Sean gets close, throw offen, especially without o stocked super 
meter, His kara throw has good range. If you can bait a tech throw 
tempt, punish with + + MK super art. Some good throw setups are: 


++ LK, throw 

++ LK (x2), kara throw 
LK, throw 

Close IMK, throw 

++LK, whiffed LP throw 


Sean's air options are rather limited. He has a different jump arc than 
the other shotos, with a sort of lag which prevents him from jumping os 
for. Many characters out range and out zone Sean on the ground, leay- 
ing little choice but to jump in. Jumping HP is the best choice, Jumping 
MK cross up is not good on already standing opponents as most charac- 
fers can easily walk or dash under it. Stay in front of opponents if you 
must jump in, unless the cross up is a sure thing, 


Against gitborne opponents, stick with option parry jumping HP or HK. 
AAs for anti-air, EX Dragon Smash is his only viable option other than 
using Shoryu-Cannon, EX Dragon Smash is only two hits, so itis easily 
partied. A better option is fo take advantage of Sean’s quick dash and 
dash under opponents as they jump. From this position, either throw or 
‘attempt (+ + LK'(x2) / + + MK) > super art. Another effective option 
{jumping back HK in reaction to a jump in, 


With all three super arts, Sean has both high and low options to verify. 
combo into o super art, which is important fo thwart parry attempts, 
Sean's target combo overhead is good every once in a while if oppo- 
nents always block low on wake up. All three super arts can be used in 
a combo behind of a meaty UOH on wakeup. 


Sean has many of the shoto foke out maneuvers used to trick opponents 
‘on wake up. For example, whiffing LP and LK os they are getting up, 
‘then switch it up and either throw, or + + LK (x2) and look for a hit 
before doing a super art. A good mix-up isto ick with + + LK, making 
it look like o throw setup, then use close HK, and link info Hyper 
Tornado if it hits. With Hadou-Burst, you must have quicker reflexes and 
Cancel it on reaction if an opponent attempts anything. Tick with + + 
LK, then dash back and use + + MK, then cancel it into a super art if 
you see a move, 


A neo! litle trick that is sure to work at least once after a throw is a 
Rolling Sobat over grounded opponents as soon os you throw them, and 
they don’t quick recover. You cross them up just as they get up. Catch 
them while they are blocking the wrong way. 


‘When Sean is the one knocked down, other than blocking or parrying, 
his only reo! safe vicke up move is an EX Dragon Smash. After getting 
up, if an opponent is doing any tick throws or hesitation moves, use + 
+ LP + + LK combination, Combo that info Hadou-Burs! or Hyper 
Tornado, 


SETUPS 


Ranges setups for UOH > super art 


Agoinst small characters: 
(Close MP, MK), UOH > Hodou-Burst, Hyper Tornado 


Against medium sized characters: 

(Close HP), UOH > Hodou-Burst, Hyper Tornado 

(Close MP, LK), UOH => Hadou-Burst, Hyper Tornado, 
Against wide characters: 

(+ +LK, close HP) UOH > Hadou-Burst, Hyper Tornado 


Against Oro: 


No setup is required, UOH > Hodou-Burst, Hyper Tornado works: 
at close distance on crouching Oro. 


RESETS 


Reset 1: IF you manage to land a Rolling Sobat, immediately throw a Hadou- 
Burst fo hit opponents in their air recovery before they land. Although be 
‘Wary about using this offen because one parry nullifos this trick. 


Reset 2: Affer any ait-fo-ir jumping HP or IAK, if Sean londs before an. 
‘opponent does, Hadou-Burst the air recovery for an extra hit for decent 
damage. Although if done from close range and they parry, Sean is not safe, 


PARRY SET UPS AND TACTICS 


Sean can do the typical shoto parry setups such as + + LK (x2) and option 
select down if blocked. He also can be tricky wit close HP. He has signif- 
icant frame advantage after the move. If it hits, link into a super art. IFit 
is blocked, hesitate and bait a low poke, and parry down. From the range 
Sean is at affer a blocked HK, the best moves to hit Sean are low pokes, 
so an option parry in this situation is generally without much risk. 


GROUND CROSS UPS 
Sean can css up the following characters in any corner: 
Twelve, Alex, Duley, Neco, Hugo, rien 


Sean can cross up Elena only in his own corner, 


“anti-cir options, Sean’s super jump is nol as good as the other shatos for 


FAVORABLE MATCH UP: REMY = 


Sean is one of the underdog characters of Street Fighter Me See Sete 

but he can hold his own against Remy Seon’s # + HK ond + = =f m= 
Remy problems. Remy can't brainlessly throw out Light of Wess: 
Seon. Hadou-Burst or Hyper Tornado through them if pessile © 
requires a quick reaction), Rolling Sobat goes the low Light of We 
and Sean Tackle early, or roll under the high Light of Virus. Sf See 
ranges, punish Remy’s low forward with Hadou-Burst or Shorye-Cemmee 
regardless if the move is blocked or hit. Remy’s low roundhouse i ales 
punishable. Take advantage of these weaknesses to knock Remy Gems 
‘ond stay on him. 


UNFAVORABLE MATCH UP: NECRO 


Sean has a hard time dealing with Necro’s MP. This move out ranges 
cof Sean's ground pokes and hits him even when he is crouching. Sen 
can't zone out Necro with + + MK like he can other characters becouse 
Hecro’s MP always beats it. Furthermore, Necro can punish any whiffed 
limbs with it. Expect o tough time getting in close, Sean Tackle is 
‘unavailable for the same reason. Necro’s HP stops Sean from advanc- 
ing. The air isnt ony easier for Sean because Necro hos foo many safe 


landing 0 safe rss up. 


For Sean to win this match, resort to parrying. On the ground, parry 
Necro's MP from max range. Ifyou sucessfully pory his attack, use & 
+ MK > super arf, or + + HK if you don't have enough super meter. 
Once you knock him down, dash up close or go for a cross up, and stay 
near him. If you choose to try jumping, an early jumping HK will beat 
his near perfect low MP anti-ir If Necro properly mixes up his anti ait, 
expect trouble. Parrying is not much help if Nocro relies on low MP. Even 
after a parry, Necro recovers quickly enough to block or even parry 
attacks, 
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Twwetlue 


NORMAL MOVES 


STANDING ab shot, STANDING CLOSE lose Jab ose Short 
A: Decent ono Covers a ot STARTUP 3jffiql] fstaRTUP_ (3) svaRT UP 3) (smartur (30/6 
of area at «good angle. Hard to, +1 \(+1 J+) BS; 5p Gp Gp) < ee ja) 
parry. | i 

MK: Upward knee that moves ‘GUARD (‘H/L GUARD /H/L. im ‘GUARD (H/L 

Twelve forward slightly. Super prea PARRY /(H/ PARRY ((H/ pS [PARRY (11/1 


jump cancelable, meaning after 
doing it you can cancel it directly. 
info a jump ond then an air dash 


to pin your opponent down ond { START UP enc START UP 6 ] ‘START UP STARTUP (6 (fe 
start another attack, This is 0 21 0 )\ eg 41 C0 FI) | 7 el (a) (0) 


rust 10 help keep Twelve air 


borne ofter offensive. patterns : 4 
that stort on the ground. GUARD (H/L. GUARD (i/L. Al (GUARD (H/L 


4 
HK: Incredible range. Ok for ht- PARRY.(“H PARRY (/H/ PARRY (“H 


ting whiffed attacks with bad 
recovery from a distance, Very 


fal (startup (iz )ff] STARTUP (12) 


hard for a character to make this START UP 
attack whiff os well, However, = i = 1K = 
this attack hos a slow stort up and [SEB Et a Ga 3 @ 
recovery. d < 
GUARD /(‘H/L. GUARD/‘H/. BB (Guano //. 
Las TB [PARRY (“Hi PARRY (“11 CMA Parry (4 


COSTUMES 


dH + W+ dl 


dl + BIS 
w+ Hos 
WH + HDS 


‘An upward kick that’s cancelable, If they parry it you can cancel into 
@AXX.E. (LP) to give them more to parry on the way down, 


Kokkuu: Flying air dash. Twelve's game revolves around his air dash, 
which gives him the ability to be able to fly in and out of attack range at 
vill When combined wih Twelve’ incebe jumping ctoks, like jump 
HP ond HK, Twelve can control o considerable amount of screen space at 
vil. Use forward cir dosh to opply constant presure with jump HP ond AK. 
When close, you con whiff his air dash completely by doing a jump HK 
while the air dash is close to the ground, which whiff, then when you land 
ther throw or + + IK AXLE to moke blocking and parryng dificult. 


= + MK: Overall decent safe 
geke. Comes out fost and has 
cen! range. Good for punishing 
wiffed normals. 


+ = HK: Good range for a sweep. 
Seed to moke it whiff during foot 
‘gomes. Will hit characters trying 
se wolk backwards out of range if 
ey are too close. This attack 
pest be done from maximum 
senge to keep it from being pun- 
Shed if blocked. 


JUMPING 


THROWS 


pit yw Short 
a] 
is| 


SPECIAL MOVES 


Stronge projectile attack that comes up from the 
ground at varying distances, Button strength deter- 
mines where needles come up from. The EX version 
of this move comes out slightly faster, recovers slight- 
ly foster, and puts your opponent into a juggle set up. 
Although not extremely useful, when your opponent 
is waking up, i's actually possible to do an N.D.L. so 
‘meaty thot the tail end of the needle hits and it’s pos- 
sible to get enough frame advantage after it to link 
+ + LK. This con be helpful for point blank mix up 
situations, allowing Twelve to attack or tick throw 
behind a small frame advantage. The positioning for 
‘his is difficult, which is almost directly next to them 
‘on wake up with enough time to do a N.D.L. (LP) 
very early. This move is also vulnerable to quick 
recovers, which ruin the set up altogether, Easiest to 
set up after a successful X.N.D.L combo, which they 
‘can't quick recover from, 


Dive attack, Button strength determines the angle of 
the dive. Not very useful, although it can have a bit 
of « surprise factor to it. the EX version is extremely 
fost and knocks down, good for going over projectiles 
nd punishing « whifed attack while your jumping, 


Mult-hit whip ottack. Hits several times up close, 
Twelve's most damaging special attack. Can be com- 
boed into after a + + LK for minor damage. Twelve's 
only option outside of a throw for dealing damage 
whem he gels an opening since he has very fw com- 
bos to work with. If you get an opening, go straight 
into the move and mash on punch, The EX version of 
this move hits more times and does more damage. 
The aerial version of this move can be used to thwart 
‘onti-air parry attempts. Be careful, the ground ver- 
sion is vulnerable if blocked, 
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SUPER ARTS 
SUPER ART | 
cosas eran 


Super art 1 equips Twelve with 2 stocks of meter to do a super art ver- 
sion of his N.D.L. projectile. X.N.D.L. travels the length of the screen, 
although it does less damage the further it travels. You can verify it with 
++ 1KX2 > XNDL, + + LK AXE 
(WP) > XAUDLL, and by super jump can- 
‘eling stond close MK > X.N.D.L X.N.D.L. 
‘works great as anti-cir, although sometimes 
itis only one parry, so use with caution. This 
is not a good super to miss with, because 
the recovery is terrible. On a positive note, 
Twelve has a lot of meter to use for his 
decent EX moves, 


Recommended Super Art: X.N.D.L. 


SUPER ART Il 


XELAT. must be done from the ait. Twelve does o repeating, quicker 
version of his D.R.A. move. It can hit an airborne opponent, although 
the damage is terible, The only way to hit confirm this from the ground 
isto super jump cancel close stand forward kick and cancel into super 
immediately when in the cit, 


XELAT. con OTG combo Hugo after 
Twelve's neutral throw if Hugo doesn't 
quick recover. 


None of Twelve’s super arts stand out as being terribly good. X.C.O.PY. can be OK agains certain opponents. X.N.DLL is Twelve's 
only super that actully helps him out in «reasonable way. X.N.D.L. can be comboed into for decent damage, considering Twelve 
doesnt really have very many combos to begin with. Twelve will probably gt the most use out af his two stocks of meter by using 


it for EX moves. EX N.D.L. and EX D.R.A. are both good, and generally safe moves. Use both of these moves to help score 
a knock down. Then, get in close and score a hit, and try to verify a combo into X.N.D.L, 


COMBOS YOU NEED TO KNOW 


3HITS 8 HITS 
TOTAL DAMAGE: 13 TOTAL DAMAGE: 39 
FU AXE FH IK DAKE > XNDL 
~—uelve’s only low iting non Twelve’ only low biting super 
super art combo. ‘ort combo 
3 HITS 19 HITS 
TOTAL DAMAGE: 22 TOTAL DAMAGE: 69 
CORNER ONLY MK SUPER JUMP CAN- 
EX ND.L from sweep-tistonce  CELED INTO VERY EARLY 
XLAT. 


‘away, juggle with Hi 
: Tweie's only option for combo- 
Poston pig fof a eed 
Le Extremely dificult todo, not rc- 


ommended, 
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SUPER ART III 
aeseeeer con] 


When Twelve activates X.C.0.PY,, he morphs into his opponent for a lim- 
ited amount of time. All of he morphed character’s moves do 25% more 
damage than normal. Twelve oso goins 0 20% defensive boost as wel 
However, Twelve does not have access to their EX moves or super arts. 
Thisis the reason not to use X.C.0.PY. Many 
characters are very dependant on their 
supers and EX moves Although, it can be 
‘argued that almost any character has bet- 
tor offensive options than Twelve, so mor- 
*) hing octualy helps Twelve in this way. 
When the timer runs out, Twelve morphs: 
back into his original form. During his 
retransformation period, he takes an 
extremely high amount of damage if hit. 
‘Akuma for instance, can kill Twelve during 
this time with one move, 


STRATEBY 


Twelve can only really do two things: poke and throw. Outside of a super 
ari, he has virtually zero combo potential. Because of this, Twelve has 
no real way to punish anything significantly. This is relly bod for 
Twolve, because opponents will have no fear of doing random 
Shouryukens, supers, or anything ese thet can ht for big damage ond 
knock Twelve out of the ait. What would normally be a big risk maneu- 
vor is actually in your interest against Twelve, His lack of punishment 
bility tips the risk/reward ratio into the favor of high risk poying off. 
Twelve is likely to be hit by random anti-irs and supers all the time, 
nd there is not a whole lot Twelve can do about it, 


Since Twelve can do nothing more than poke and throw, he doesn’t have 
a very good close up game, Add to this the fact that his only verifiable 
‘ways to combo into super can both be parried low, why would he want to 
get close, When Twelve is onthe ground, low forward i is best poke, Use 
it often, Against taller characters, use LP a lot to keep them grounded. 


Twelve can take advantage of his air dosh flight capabilities to form 
some sort of offensive game, Twelve's maneuverability is his strong 
point. He can fly in, poke or throw, do a litle damage, then fly away, 
lo rondom N.0.L, fly back in, poke or throw, get any piece of dam- 
‘age he can, fly away, and repeat. Essentially, you want to fly around 
back and forth being annoying and scoring litle bits of damage here 
‘and there. That is the best you can hope for. 


There aré-some tricks Twelve can utilize to help him score those little 
hits. Twelve can air dash really low to the ground by inputting the first 
command of the air dash as you jump. From the ground, tap #, #, and 
‘as soon as Twelve gets in the air he will begin to fly. From this low 
height, you can cancel the dash info on air HK that will bring Twelve 
back othe ground really quickly. Iti ike performing a quick low ump. 
You can use this travel across the screen really quickly at a very low alti- 
tude, Use the speed of this trick to get in closé and either throw imme- 
diately, o tke advantage ofthe fac that they ore probably stil bock- 
ing high ond do + + LK > A.X.E. (LP) > X.N.D.L. This is one of the 
few good ways to land that combo. 


|F you are cir dashing towards an opponent from far away, cancel into 
jumping HP to hit them at a distance. HP covers a lot of distance and can 
keep opponents away. Land and then air dash back. If you do the low oir 
dash trick to dosh back, after you land immediately EX N.D.L. This will 
hit many characters who try to dash up and follow Twelve. Another good 
option when you land from an air dash i to HK. If you are near the 
opponent and they jump, use an HP them as they ascend. If you air dash 
in from medium range, cancel into jumping LP The LP hts from high up 
cond usually gives Twelve frame advantage when he londs. Use this 
opportunity to throw. If your opponent jumps while you are air dashing, 
cancel into jumping MP. This poke comes out fast and has great range. 


‘At times when you air dash in pretty close, hit them with jumping HK, 
cand when you land, do close stand forward kick and super jump cancel 
back into the oir. From there you have many options. A tricky maneu- 
ver is fo super jump cancel and jump backwards, then air dash forward 
again ond cancel into HK immediately. The HK will whiff and you will 
land right back next to them really quickly. Use this opportunity to 
quickly throw, or do + + LK AXE. (LP) > X.N.D.L This works real 
ly well against a cornered opponent, 


‘Twelve's HP is great anti-air. You can hit opponents on the way up, at 
the height of their jump, or as they are coming down, Mix it up to dis- 
‘courage parries. Another good way to mess with parry attempts is to use 
LP os antiai,If they parry, cancel into EX N.D.L. The parry timing for 
this is tricky, and if it hits, you can juggle with HK. Twelve'’s safest anti- 
‘ir is to walk under his opponents and throw. His walking animation is 
so low fo the ground that he almost never gets hit by cross ups. You can 
also use his walk 10 go under most projectiles, 


WAKEUP GAME 


If you score a knockdown, itis usually from a throw or EX N.D.L, so 
‘hey wil be sent flying across he screen. This i «good setup for across 
‘up. Super jump up and air dash towards them, Cancel into jumping HK 
to cross them up as they get up. Land and do # + LK > A.X.E, (LP) > 
XALD.L 


‘When Twelve is the one getting up, his options are rather limited, + + 
LP A.X.E, (LP) comes out fast and pushes them away a bit. But if it 
{s blocked you're in trouble, Twelve doesn’t have any high priority 
moves to deol with this type of situation, Try not to get knocked down 
cand cornered. If you do, you might have to resort to parrying. 


SETUPS 


Ranges setups for UOH > super art 


Against small and medium sized characters: 
(+ 4K, + + LK), UOH > X.N.D.L. 


RESETS 


Reset 1: In the corner if you hit your opponent with an EX N.DL., jug: 
ale them with LP to reset them, then UOH. You can sef up the distance 
perfectly to link X.N.D.L. after the OH. 


PARRY SETUPS AND TACTICS 


When Twelve is air dashing in, he offen does jump LP, fonds, and throws. 
Before throwing, try 10 top forward. This way, if they tried to poke you 
with a mid level attack, you will parry and then throw them. IFthey did 
nothing, you will throw them as well. This is a good option select tactic 
to help Twelve when he is close. 


GROUND CROSS UPS 


Twelve can coss up Hugo in ony commer. 


FAVORABLE MATCH UP: CHUNV-LI 


Chun-Li is one of the strongest characters in the game; one hit can lead 
to over 50% damage. Twelve is one of the weakest characters in the 
‘game, even his biggest combo only does around 35% damage, and its 
hard to actually land. So how does Twelve beat Chun-Li? From the air. 
Twelve’s unique (un argucbly bod) style of poke and run away toes 
actually are effective against Chun-Li. Twelve can attack Chun-Li repeat- 
ely from the air because of her lack of any anti-air moves, And when 
Twelve is running away ond flying across the screen, itis very hard for 
Chun-Li to catch him. The more time Twelve spends in the air, the less 
chance there is that he will ever get hit by Chun-Li's deadly low forward 
> Houyokusen. 


Thisis by no means a free win for Twelve. Twelve always has to he care- 
ful. Chun-Li only needs to land two hits fo essentially secure a win. Twelve 
‘on the other hand has to land numerous hits. If Chun-Li blocks or gets hit 
by Twelve's HK; she can super the recovery from half screen. If Twelve 
can ovoid Chun low forward, eep attacking soely from the ai, 
then he can defeat one of the game's most deadly characters. 


UNFAVORABLE MATCH UP: KEN 


Twelve vs. Ken is one of the hardest match ups in the game. Twelve has 
pretty much no ground game against Ken. The best he can do is try to 
punish whiffed low forwards or roundhouses with his own low forward. 
The air isn’t much better. Ken's Shouryukens can stop Twelve's air dash 
‘attack, Twelve also has to be weary of random jump EX Tatsumoki 
Senpuu Kyokus. Twelve has to get airborne to get his pokes in, but 
‘against Ken, this just isn't possible. Twelve is wide open every time he 
goes in the ait. Twelve has no high damaging combos to punish whiffed 
high risk moves, so Ken is free to be os random as he wants with 
Shouryuken and Tatsumaki Senpuu Kyaku. This can be really hard for 
Twelve to deal with. 


For Twelve to win this match up, he has to play perfectly. Attacking dur- 
ing air dashes is going 10 have fo be kept fo a minimum. Any poke can 
be beat by a Shouryuken, Low jump short air dashes and a fot of throws, 
‘are going to, be your main tools, Cancel an air dash and try to bait our 
Shouryukens that miss, and thenrdo as much damage as you can. This 
win will not come easily. 


anna 


lrien 


NORMAL MOVES 
STANDING 


HP goes over some low attacks at 
the right range. 


HK is a slow overhead kick that 


moves Urien’s body back slightly. 
Can be used to avoid and punish 
throws at point blank range. 


SPECIAL NORMALS 


Con be used as anti-air against frontal jump ins. Use it at the end of 
juggles to start a reset set up. 


Great overhead. Very fost. Extremely useful to lond hits that lead to, 
large combos while they are in block stun with an Aegis Reflector on 
top of them. 


START UP Eg 


Lunging Kick with greotronge. Moves Uren very for forward while 
attacking. Use during foot games because it's hard for your opponent 
to make this attack whiff. Also important for Aegis Reflector unblock- 
cable setups. 
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COSTUMES 


> 
5S 


+ + HP os ont. Also Juggle 
set up, Uriens main opening for 
combos and big damage Terrible 
recovery however, very unsafe if 


blocked. Use only when it's quar- 
‘anteed. 


+ + NK has good range, speed, ow 
and recovery. Ok whiff pusher, (STARTUP (CI )( 


Oval gud poke in ere. JO 
++ HK is osweep with amazing jf : 

range. It can punish whifed 
moves ii is done early. 


JUMPING 
Jumping HK ison overall grat [STARTUP G9} 
jump in. Good damage, great f es) 


Tonge, average priority. 


dW + Unis 
dH + unis 
m+ HOS 


dH*+W + dl 


SPECIAL MOVES 


Dangerous Headbutt 


Charge + + +P 


GO / Gp 


5 
ea) fen) fea) den 


Juggle set up if it hits as anti-air / projectile with slow 
recovery. Button strength determines what direction 
the projectile flies it The MP ond HP versions ofthis 
ck fly upward at an angle, con by used os 
ir if thrown early against anticipated jumps. 
{fit hits as anti-air Urien can go into extended juggles 
for massive damage. The EX version travels slower 
cond hits twice, but has even more recovery then the 
eriginal 


Chariot Tackle 


charge + + +K 


Juggle set up / leaping headbutt, Whiffs on crouch 
ing characters, however the recovery is still rather 
fost and hard to react fo. Can sort of be useful for 
throw set ups. Helpful for setting up Aegis Reflector 
unblockable set ups. The EX version hits twice and 
puts your opponent into a juggle set up. Good for 
extended juggles. 


Violence Knee Drop 


Charge + + + K 


(on fon (Co } co fea oa) 
ery) fen) (era) fea) arg aoe (e3) 
—S 


Juggle set.up if it hits as anti-air / Fastshoulder tack+ 
le with fst recovery. Great for extended juggle com- 
bos off of his + + HP or anti-air Metallic Sphere, Also 
‘a good overall move for pressure and zoning. The EX 
version is faster, hits twice, and has a slight frame 
dvantage after it that you can use to link after with 
‘Tyrant Slaughter. 


Flying knee drop. Helpful for initiating Aegis 
Reflector unblockable setups. The HK version, 

can be helpful for getting out of @ corner. 
The EX version hits twice and tracks 
your opponent, which can hit 
them from anywhere on screen, 


COMBOS YOU NEED TO KNOW 


4+ 1P + + LP > Dangerous 
Heodbutt (LP) 


Urien’s only safe and verifiable 
‘combo without a super. Whiffs on 
crouching characters however. 
Only do it if they are standing. 
Honestly not all that useful 
Knocks down. 


+ +P + + LP EX Chariot 
Tackle 


Verifiable. Not so great damage, 
but its safe, 


EX Chariot Tackle linked into on 
immediate Tyrant Slaughter 


(Ok combo if you happen to hit 
with a random EX Chariot Tackle 


44 1B $+ LP > Tyrant 
Sloughter 


Flexible ond verifiable, Ok dam. 
age, Knocks dovn, 


LP LP-> MP Tyront Slaughter 


Verifiable. Whifs on most 
crouching characters. Knocks 
down, 


++ HP for 2 hits, juggle with on 
early EX Dungerous Headbutt, 
when Urien recovers, juggle again 
with Dangerous Headbutt (HP) 


Good mid screen option for pun- 
ishment situations. Knocks down 


+ + HP for 2 hits, juggle with 
cand early Chariot Tackle (MK), 
when able, juggle with on early 
FX Chariot Tackle, when Urien 
recovers immediately juggle with 
a Chariot Tackle (HK) 


Damaging anti-air option. Also 
good in punishment situations, 
Knocks down, 


++ HP for 2 hits, immediately 
juggle with on EX Dangerous 
Headbutt, then juggle with a 
early Chariot Tackle (HK) > 
Jupiter Thunder 


Ensy way to lond Jupiter Thunder. 
mid screen in punishment situa- 
fions or as anti-air. Knocks down, 


+ + HP for 1 hit > Chariot 
Tackle (HK) > Aegis Reflector 
(LP), immediately do a Chariot 
Tackle (HK) when Urien recovers, 
then while they are still being hit 
by Aegis Reflector, link a + + HP 
juggle with on early Chariot 
Tackle (MK), juggle with on 
immediate Metollic Sphere (MP), 
juggle again with a Charriot 
Tackle (MAK), then finally juggle 
‘agoin with semi eorly HE 


Complicated Aegis Reflector 
combo, Does massive damage. 
Only works against Chun i, 
Necro, Q, Elena, Makoto, and 
Twelve. Knocks. down, allowing 
you to start an Aegis Reflector 
unblockable pattern again, 


MP > EX Dangerous Headbut, 
juggle with o fate EX Chariot 
Tackle, juggle again with an early 
Chariot Tackle (HK) => Jupiter 
Thunder 


Does massive stun damage, Only 
good for punishment situations. 
Knocks down. 


a 


SUPER ARTS 
SUPER ART I 


Urien does 5 consecutive Chariot Tackles for good damage. A very basic 
super Urien can cancel it easily from his LP MP target chain, + + LP x2, 
cas well as from any Chariot Tackle. Use Chariot Tackles to attack from 
long distances and punish whiffs, and cancel into Tyrant Punish if one 
connects, Urien con also link into Tyrant 
Punish after en EX Chariot Rush of Jumping 
HK Jumping HK has roll long reach and 
0 long enough hit stun to allow Urien to 
atiack from almost any height and still 
have time to link the super when he lands, 


With 2 stocks of super meter, Urien is free. 

to use EX moves for his big damage jug- 

ales. Tyront Punish gives Urien big combo 

S| opportunities that his other super arts can't 
supply. An all around decent super. 


SUPER ART II 


Urien charges up to throw a giant projectile towards his opponent. It 
does good damage and has combo possibilities. It can be used to finish 
off many of Urien’s long juggle combos. It does o lot of stun domage, 
Uien con easily stun Remy or Akuma with Jupiter Thunder atthe end 
of a juggle. Jupiter Thunder may be the 
super art of choice against Akuma because 
of his ability to teleport out of Aagis 
Reflector setups. 


Recommended Super Art: 

Aegis Reflector 

All o£Urien’s super arts can lead to big damage if he has clean 
openings, but only Aegis Reflector can put immense pressure on 
‘opponents when they are blocking and lead to big damage 
without intilly landing the super. With the addition of unblock- 
ble, and high/low mix-up setups, Aegis Reflector is clearly 
Urien’s most useful super art. It can be used in almost any sit- 
ation to inflict some damage on your opponent, 


TARGET COMBOS 


iP MP 


Verifiable way to land a Tyront Slaughter. Whiffs against 
‘most crouching characters though. Not very useful. 


QUARREL PUNCH > HP 


First hit whiffs against crouching characters, so it has 
limited usefulness. 


SUPER ART III 


Urien sends out a wall in front of him that can hit up to 6 fimes and 
reflect projectiles. The button pressed determines how for the reflector 
initially travels. After that, it has a homing feature, moving either for- 
ward or backwards from its initial position toward the opponent. Urien 
can also press two punch buttons for a vari- 
ation of the reflector that comes out almost 
instantly right in front of him, although 
higher than the normal reflectors. With this, 
voriation’s frame start up, Urien can combo 
into this reflector after a UOH or after his 
} neutral throw on some characters, and 
even after + + LP x2 in the corner, 


Aegis Reflector is a very complicated super, 
Mt doesn’t do very much damage by itself, 
but it has the potential to be used in an 
almost unlimited number of ways 1o produce high damage combos, 
unblockable and ambiguous setups, and big damage off of overhead 
cond low attacks. Urien can even use Aegis Reflector for the purpose of 
canceling his special moves to recover faster so he can add on a few 
more hits to the end of a juggle. 


The most basic use of Aegis Reflector isto combo into it ond allow the 
reflector to do some damage before starting a juggle with + + HP. This 
can be easily done in the corner after a Chariot Tackle. Cancel into a 
‘Aegis Reflector (LP) , then simply launch them with + # HP after the 
{ost hit of the reflector In mid screen, if you can hit them into the reflec- 
tor behind them, the reflector will bounce them back towards you. 
Continue fo keep hitting them in to the reflector until Aegis Reflector 
‘uns out, then launch them with + + HP and continue to combo them. 


1 usualy is dificult for Urien to connect with + + HP ora Chariot Tackle 
in order to combo into Aegis Reflector Directly. Urien usually has to 
resort to trying to do domage with Aegis Reflector indirectly. Chariot 
Tackle into your opponent, and even if they block, activate an Aegis 
Reflector. At this point, you can either do a low move, an overhead 
attack, or try fo throw them, Hit them with any of these, and they will 
bounce into the Aegis Reflector. You may then possibly have the ability 
to hit them again while they are cought in the Aegis Reflector. This is 
especially useful in the corner. After on overhead or low attack, Urien 
has enough time to recover from his move and launch his opponent with 
+ + HP before the Aegis Reflector runs out. An overhead or low attack 
can lead to 0 big juggle for o lot of damage. 


‘Aegis Reflector can be used to set up an unblockable scenario for Urien's 
opponent. Hit your opponent from the front while Aegis Reflector hits 
‘them from behind. If the hit boxes of the two moves overlap, then it cre- 
‘ates o situation where your opponent cannot block, This makes Aegis 
Reflector extremely lethal. The only way to escape from an unblackable 
setup is to parry correctly, or execute a move with enough invulnerability 
to move out of the way of it. After landing an unblockable hit into Aegis 
Reflector, Urien usually has enough time to launch his opponent with + + 
HP to continue with an air uggle for ton of damage. 


STRATESBY 


Urien has the potential to do a ton of damage and a lot of stun if he con 
land one of his long juggles. The problem is that it's hard to land his jug 
gles siraight up. + + HP comes out slow, so is only useful for punish- 
ment situations. Urien con't rely on + + HP to get his damage, He has 
to use his Aegis Reflector to create openings to knock away at an oppo- 
nents life bar and possibly trick them and land a juggle and possibly set 
up an unblockable Aegis Reflector. Urien is at such an advantage when 
he activates Aegis Reflector, The opponent usually can't attack while 
Urien is pressuring with Aegis Reflector. So Urien wants to fight with an 
‘Aegis Reflector on his opponent whenever possible. 


Urien should play defensively when he doesn’t have meter. He doesn’t 
have a lot of high damaging offensive options that are safe, His Chariot 
Tackle is not safe if blocked, so itis hard to got in. I's better to stay back 
cand charge your super meter. Whiff a lot of MPs to build your meter, 
cand try to keep your opponent away from you as best you can, Poke 
with + + MK, and keep charging your meter with MPs, 


When you have enough meter for an Aegis Reflector, it is now safe to 
rush in and attack. Hit them with a Chariot Tackle to get in and cancel 
into Aegis Reflector. Canceling into this move gives Urien frame advan- 
tage when he recovers so it is safe to Chariot Tackle at any time if you 
have meter. If they block the Chariot Tackle, you have a lot of mix up 
options to try 10 land some damage, The most basic options are to either 
do an overhead attack, hit them low, or throw and bounce them into the 
Aegis Reflector to set up a juggle. At mid-screen the damage you can gét 
off of a blocked Aegis Reflector setup is ok, but ideally you want to get 
them into the corner first. If they block and you activate a Aegis 
Reflector (LP) in the corner, any hit you connect with will allow you to 
launch them with + + HP before the Aegis Reflector runs out. You can. 
fond a huge juggle and possibly set up on unblockable Aegis Reflector 
setup if you have enough meter, If your opponent blocks the Aegis 
Reflector and all of your mixups, simply dash back and start chorging 
your meter again with MPs. Urien is a better character with an Aegis 
Reflector on screen to help him out, There is no reason to put yourself 
ct risk when you can just run away for a little bit until you can activate 
it again, 


+4 HP is good as ont-cr and sels Uren up for his big juggle combos 
cand unblockable setups. It is « bit slow, so it tends to get beat by early 
jump attacks. Jumping back HK is another really good anti-air tactic, 


WAKEUP GAME 


Urien has many tricks he can do if he lands a knockdown while Aegis: 
Reflector is out. Urien’s dash is really good, and can dash thraugh a lot 
of characters if they quick recover. He can use this to set up unblockable 
Aegis Reflector situations or to just confuse his opponents and hit them 
into it while they aren't blocking. Urien can also take advantage of 
charge pottioning to dosh up quicly and do a Dangerous Headbutt 
over their fallen body to hit them from behind into the Aegis Reflector. 


‘After knocking them down in the corner, there is no need to wait until 
‘they get up and Chariot Rush -> Aegis Reflector. They could potentially 


parry this. Just activate a Aegis Reflector (LP) over their fallen body and 
Jet them wake up right into it. Try to hit them with an overhead or low 
attack and then launch them with + + HP ift hts. If Urien doesn’t have 
enough meter for an Aegis Reflector, he isn’t going to be that much of 
a threat to a woking up opponent, so Urien is as risk to wakeup moves. 
Urien might want to back off and try to build up his meter before 
attacking again, Mid-screen jump HKs are good and fairy safe because 
of its long range, Urien just needs to annoy his opponent and keep them 
‘way for a little bit until he hos his meter again, then he can charge in 
and active Aegis Reflector. 


When Urien is the one getting up, he has a nice wakeup move in his 
Dangerous Headbutt, The LP version comes out fast and is generally safe. 
{Fit whiffs completely though Urien is vulnerable, + + LP is also a pret- 
ty good poke up close. + + LP > Dangerous Heatbutt (LP) is a fairly 
safe option to do as well fo try to knock someone away from close range, 


SETUPS 


ADVANCED SETUPS: 
UNBLOCKABLE AEGIS REFLECTOR SETUPS 


Setup 1: After a throw, immediately activate a Aegis Reflector (LP) . 
During the super freeze charge down, and do a Dangerous Heatbutt (HP) 
1s soon as the action resumes to go over your grounded opponent's 
body. As soon as they get up, hit them with a Quarrel Kick to push them 
ino the Aegis Reflector, The kick overlaps the Aags Reflector and vil be 
unblockable. As soon as you recover, launch them with + + HP This isa very 
basic setup. Your opponent can escape by quick recovering the inital throw. 


Setup 2: Connect with + + HP and juggle with a Chariot Tackle (LK) 
Cancel into a Aegis Reflector (HP) and charge during the super freeze. 
Immediately Chariot Tackle (HK) to juggle again, Charge down during 
the Chariot Tackle, Hesitate for a split second, then Violence Knee Drop 
(HK) to get to the other side of your opponent. Dash up twice to push 
your opponent towards the reflector while they are on the ground. 
Immediately hit them with a Quarrel Kick to push them into the Aegis: 
Reflector and cause an unblockable situation, Hit them with + + HP ond. 
{uggle. If you have enough meter and are still positioned mid screen you 
an repeat the setup for another unblockable Aegis Reflector combo. This 
setup is really good because when the second Chariot Tackle hits, it push- 
5 your opponent into the Aegis Reflector as the last juggle hit, thereby 
disallowing them to quick recover 
‘and escape this setup, The timing 
and spacing varies sighly on the 
tharacters this setup works on. 


Setup 3: In the corner, 
juggle with a Chariot 
Taekle and cance into Aegis 
Reflector (LP) . Walk backwards 
‘nd charge, then do a Chariot 
Tackle (HK) to move your oppo- 
nent back into the corner without hit- 
ting them. Charge down during the 
Chariot Tackle, Do a Violence Knee Drop 
(HK) to hit your opponent right os they 
wakeup. This will cause an unblockable situa- 
tion and they will get hit by the Aegis 
Reflector. Land and launch them with + + HP. 
Repeat from the start if you have enough 
‘meter. You can do multiple Chariot Tackles 
to increase the damage. You can set 
this up with a + + HP or anti-air 
Metollic Sphere or any 
other means to juggle 
them. Another good 
way to set this up 

is after a blocked 
‘Aegies Reflector in the 
corner. Try to hit them 
with either a UOH or 
low attack, then + + 


HP to juggle and begin the setup from there. 


Setup 4: Here is a setup that works on the smaller characters of the cast, 
Connect with a + + HP then juggle with o Chariot Tackle (LP) and cancel 
ino a Aegis Reflector (HP). Dash back and do a whiffed + + HP uso im- 
ing device. Then Violence Knee Drop (HK) to get lose. Charge during the 
Knee Drop so you can immediately Dangerous Headbutt (HP) over their 
body. + + LK when you land fo set up an unblockoble Aegis Reflector hit 
Then + + HP to lunch them ond finish them off with your favorite juggle. 


ADVANCED TACTIC 1: 
OVERLAPPING CHARGE TIMES 


Urien does alot of damage off of hs juggle combos. Inthe corner he 
on juggle with up to 4 Chariot Tackles in most situations, The timing is 
really strict to get 4 Chariot Tackles. You can give yourself some help by 
overlapping their charge times, The idea is simple: start charging for the 
next Chariot Tackle before you even execute the first one. Charge back 
for the first Chariot Tackle, and once you have a charge, press towards, 
then back and press kick. The 3rd Strike game engine gives you a lot of 
leeway to coordinate joystick motions and button presses, so you don’t 
haye to press the kick button exactly when you press toward. With this 
method, when you press kick after pressing back, you have already 
started charging for the next Chariot Tackle, This should give you suffi 
cont time to full charge for your next Chariot Tackle so you can keep the 
juggle going, Do this for all your charges to cut down on the charge time, 


ADVANCED TACTIC 2: 
CHARGE PARTITIONING 


Urien has many charge moves that can take advantage of charge par- 
titioning. The idea is pretty simple; split up the charge time of a charge 
move into pieces, In between the charges you are free fo move around 
‘or do moves. Just make sure you don’t wait too long before continuing 
the charge. As long as you haven't fully charged, you con keep purl 
tioning the charge. 


Urien can set up a lot of unblockable Aegis Reflector setups with the use 
of charge parltioning. Often times Urien will knock his opponent down 
while Aegis Reflector is out. He needs to get on the other side of his 
opponent so he can hit them into Aegis Reflector from the back. Usually 
the quickest way for Urien to move is by dashing. With charge parti- 
tioning, Urien can charge a little bit, then dash and complete the charge 
during the dash so by the time he gets next to his opponent he can quick- 
{y Dangerous Headbutt aver their body and be all set to hit his Spponent 
into an ypblackale setup, 


Urien doosn’t have to wait untl he has ha Reflector out 
‘there 1o make use of charge partitioning, Urien’s dash is real- 
|y fost, so dash up and throw is a really good tactic. You can. 
{rick opponents by dashing up next fo them, and doing a 
Dongerous Headbutt immediately after the dash. If they 
fried to counter throw you, they will get hit by your 

tricky maneuver. Hide your charges in dashes and) 
other moves and then surprise your opponent 
with a charge move when they least expect it. 


RANGES SETUPS FOR UOH > 
ART 
‘aoins smol, medion and wk sid racers 


(+ + LP x2), 008 > Fp Pm 
(+ + INK), UH Tyrone Pans 


RESETS 


Reset 1: If you land a Chariot Tackle juggle in the corner, you com reset 
your opponent with o MP and immediately cancel into Jupiter Thuedee 
Jupiter Thunder comes out so quickly that itis exiremely hard to react 
tovand parry. It will start o new juggle combo and do massive stun dom- 
‘age, You can use this to set up an instant dizzy that leads to almost 
100% life on shotos. Ifyou land on EX Dangerous Heodbutt against an 
‘opponent in the corner, juggle with 2 Choriot Tackle (LP)s, then hit them 
with MP Jupiter Thunder. This will dizzy a shoto. Finish them off with 
‘jump in HK, + + HP ond juggle with Chariot Tackles and cancel info 
another Jupiter Thunder if you have enough meter, 


PARRY SETUPS AND TACTICS 


«hon Urien dos awekeup Dangerous Heodbut, i might whiff on some 


couching characters, The move comes out fast and is hard fo react to, A 
down parry in this situation might just catch an opponent's attempt to 
punish your whiff, This could be the opening Urien needs to land his 
deadly + + HP and start a juggle combo or unblockable Aegis setup. 


GROUND CROSS UPS 


Uren can cass up Twelve, Hugo, and Necro in any commer. 


Urien can cross up Yun, Yang, Dudley Chun-Li mid screen after « juggle 
that ends with a Dangerous Headbutt, 


FAVORABLE MATCH UP: HUGO 


Hugo is really tall, Urien can use this to his advantage and really annoy 
nd frustrate Hugo with high Metallic Spheres. Hugo cannot walk under 
them. Urien can keep Hugo avay for a ong fimo and build up his meter 
‘al the some time. Keep him away with Metallic Spheres, and only attack 
when you have meter. Charge in and activate Aegis Reflector and get as 
‘much damage as you can. After that, dash back, throw some more high 
‘Metallic Spheres, ond build your super meter up again, Urien should 
have an easy time keeping Hugo away. Only get close to him when you 
care ready to activate Aegis Reflector. Play it safe against Hugo, and a 


Oo victory should ) easly within. ‘aot reach, ~ =~ 


CC 1S 
UNFAVORABLE MATCH U UP: KEN 


Urien wants to Keep characters away until he has meter for Aegis 
Reflector. Urien will have « hard time trying to keep Ken away, Urie 
cannot use his + + MK at all against Ken. Ken MK wil? 
always beat Urien’s, Ken con buffer supers safely from a holf screen 
caway with his low forward and connect with Shippu-finra-Kyakuon any — 
Hit. Ken also has a great super jump cross up with his jumping forward 
cand EX cir hurricane kick. Urien just has fo deol with the fact that Ken 
is going fo get close and fry to prevent him from charging his meter. 


For Urien to win, he hos to play smart. Don't ever + + MK fist 


see Ken stick out «low foward, then i's ok to + + MK him back, Ifyou 


‘want to stick out pokes fo try to keep Ken away, stick fo stonding MK. 
This will do a good job of stopping Ken from mindlessly zoning with low 
MK. When Ken crosses you up, just block and wait i ouf. If he does any- 
thing other than his MP HP chain or + + LK x2 immediately, then he is 
probably going for some sort of tick set up. Try to Dangerous Headbutt 
(LP) him between hits and knock him down. Get your meter, and acti- 
vate Aegis Reflector, and just ploy Urien’s game, This match will be 
Tougher than most, but if Urien can keep getting meter for Aegis 
Reflector, ho wil chip way at Kens ifebor bit by bt 
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NORMAL MOVES 
STANDING 


HP has good range and deals 
decent damage. Use it to heat 
‘anticipated attacks early at close 
range. 


STANDING CLOSE 


Close MP is Yong’ best close mid 
level attack. It has a decent 
amount of frame advantage 
after it, allowing Yang verify and 
combo with LK > EX Tourou Zan, 
FMP is blocked, walk up Zenpou 
Tenshin, + + LK (x2) > EX 


START UP Cay 
(2 C2 JL?) Ba 


MK is on upward kick with that 
covers quite a bit of area, Good 


in anticipation 10 jumps at a close wat . Strong f 
range His most crouching chor- STARTUP (9) (fay ee ee STARTUP (4 }(faj) [START UP 
acess. 4 JC-3 JU -2 MM} on ore all good potterns in this [+6 J +7 J +8 )) Kal 8D : 
HK has ridiculous rang, usually ; | ee 
greater than any opponent's best m7 GUARD (W/L) Close MK is a super jump cance- 
poke range, and stil hts most PARRY (H) lable kick that launches. Use it os ! 
routhing opponents. Also good ant-ir or a safe mid-level attack 
against anticipated jumps from on wake up. Whether or not it ' 
further away, must be done early bits, you can cancel the attack 
in this case, however. into a super jump, allowing you 
to juggle after it. IF it’s blocked, 
follow up the foiled attack with 
one of Yang's many Roigeki Suu 
patterns. 
COSTUMES 


dH + YW + 1 
oa 


ny 


dW + UDIS 


Fail fest command overhead with good range. Con be done from 
rather unexpected ronges fr possble damage. 


‘Acdiving kick with a steep angle, Button strength controls Yang's angle 
of descent. Yong’s game revolves around this attack. Use it to get close 
quickly after a successful knock down, It can be used in on offensive 
manner to get close and stay on top of opponents. Depending on how 
close this move is done and how high up the move is locke, the 
Roigeki Shuu can carry varying frome advantages or disadvantages, 
{t's important to learn to pick the right kick strength so that this move 


hits late. Aso, because of the varying angles, it's possible to use 
Roigeki Shuu to set up high/low/throw guessing games by whiffing a 
Raigeki Shuu, landing, throwing, or going straight info + + LK (x2), 
‘or not whiffing it ot all, making it hit extremely deep, which hits high, 
Ifa deep Roigeki Shuu is blocked, Yang has a slight frame advantage 
to work with to start a mix-up game, 
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CROUCHING 


+ + LK (x2) isthe opening tof STARTUP 


(STARTUP (4) 


attack, Use it for set ups and 
quessing games like + + LK, 
command throw, or + + LK, MP, 
HE « + HP chain, 


START UP 


Yong’s most useful combo: ++ [( +4 J +4 JU +4 J} +2) +2 J 42 J 
UK (x2) > EX Tourou Zon. It is ; a 
also one of the only safe ways to (GUARD (Wi 
land super arts off of a low PARRY ( rm 


SPECIAL MOVES 


+ + IMK is Yongs only decent low 
poke, Although slow, use + + MK 


> EX Tourou Zon to punish | <Saq 


(203 G4) 


C 
crnvas 


whiff IF done early. Also usafl [PARRY (“ 
asa becuse Ynys rouch- 
ing hit box is so low. ae 


4+ AK is ovat hot moves [SUARTUE io) jwru Gwe 
Yong forward. Good for punish- [CO JC+ JC +2 VM) (C7 JC Jo) 
ing whiffed attacks. = a 

eg 


= 


‘Yang's most important special atiack at close ranges. 
Does good damage and knocks down, Each segment 
of the attack can be delayed slightly, meaning it's pos- 
sible for Tourou Zan fllow ups ate after the previous 
Tourou Zan slsh. Ths is good for tricking opponents 
into thinking you're going to retreat, stopping at one 
slash, allowing you fo retaliate when opponents 
strike, thinking you're af a disadvantage. Because of 
the multiple hits, i’s possible to verify a hit after + + 
MK >Tourou Zan (LP) for 1 hit. The first hit ofthe LP 
version also has a slight frame advantage after it, 
allowing Yang stop at the first slash and mix-up with 
walk up throws. Because of the EX version's increased 
speed, it combos off + + LK (x2), providing a flexi 
ble combo. The EX version is also a good whiff pun- 
isher, This attack alone makes Yang deadly at close 
ronges, an important move to his arsenal. 


SI 


TART UP 


JUMPING 
START UP 
a 
START UP 
START UP 

THROWS 

ee __Hiza Geri 


Pressing two punches instead of one “fakes” the 
attack, canceling just before the punch. Very slow 
stort up, but extremely good priority because of its 
Jorge hit box. Use from far away in anticipatfon 
‘against a jump in or an attack with ronge. Faking the 
move is useful in wake up or close range situations 
to bait a high parry, allowing you to land a + + MK 
> Tourou Zan or wolk up throw. 


Command grab that switches sides’ with opponents 
nd leaves them open fr a combo, specifically + + 
MK Tourou Zon (HP /’ EX). This move can lead to 
major damage off of a throw. Hos slghlly more 
ronge than a normal throw. 


Button strength determines how for the roll travels 
before the kick segment, MK, HK and EX versions are 
a juggle set ups, (after MK or HK, use Tenshin- 
Senkyutai, close MP or LP). Use it fo go under pro- 
jectiles or close range combos. EX version travels fur- 
‘ther and faster while doing more damage, 


Kaihou travels varying distances depending on the 
button strength used, Although heavily open to attack 
on start up and recovery, this move is important when, 
‘used in combination with Tourou Zon, as both the nor~ 
mal and EX versions of the Tourov Zan knock oppo- 
nents firly faraway, Use LK or MK Kaihou to close 
distances and start another offensive pattern. 


€ 
= 
= 
= 
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SUPER ARTS 
SUPER ART | 
sstscep Relais] 


Raishin-Mahhaken is Yang's most damaging super art. It combos easily 
off of + + MK, making it ideal for punishing whiffs, It provides a mid 
range poke that can lead to big damage. Roishin-Mahhaken isthe only 
‘non-projectile super ort in the game with frame advantage if blocked. 
This allows Yang the freedom to be some- 
what random with it if he chooses, As long 
‘a5 it makes contact, Yang cannot be hit 
back. Throwing out this super art randomly. 
from time fo time can make up for its lim- 
ited combo ability. If opponents fear that 
Yang might use a super ort on them ot ony 
moment, they might be more hesitant to 
H) throw out random pokes, or pressure Yong 
‘on wake up. Use this to your advantage to 
be more offensive and land more throws. 


Roishin-Mahhaken only stocks one super 
meter, ond the bor is very long Be conserva: 
‘ive with EX moves if you plan to have enough meter to land this move, 


Recommended Super Art: 
Tenshin-Senkyutai 

Yang's EX Tourou Zan is too good to ignore. Tenshin-Senkyutai 
gives Yang the meter he needs to unleash an onslaught of EX 
slashes to keep on the offensive pressure. Tenshin-Senkyute also 
gives Yang the option to verify a combo into super art from close 
range. With a short start up, it is able to punish many moves in 
their recovery as well, Tenshin-Senkyuta is an all around good 
super art for Yong. 


TARGET COMBOS 


LK > MK > HK 


Quick three hit chain that does minor damage. It is 
easy and completly safe if blocked. 


MP-> HP > + + HP 


Three hit chain with a super art cancelable last hit. 
Decent range ond domage. Good way to lond a 
Tenshin-Senkyutal off of a mid-level hit. 


JUMPING MK > « + MK 


‘Two hit ait choin ending with Yang's Roi 
This combo helps versus opponents that anti-air 
parry offen. 


SUPER ART II 
ests et tension] 


Yong stocks of two super meter for Tenshin-Senkyutai. It combos nicely 
ina voriety of situations because its homing properties. Yang rolls vari- 
able distances based on the location of opponents. It is good for rolling 
vunder projectiles from mid screen. Temin Senkyutai easily combos 

behind MP HP «+ HP target chon, os well 
as + + MK > Tenshin-Senkyutai, + + LK 
(x2) > Tenshin-Senkyutai, + + LP (x3) > 
Tenshin-Senkyutai, and links off of + + MP. 


Work to manage super meter to allow on 
cssorfment of EX moves along with Tenshin- 
jenkyutal, Selecting this super art could be 
cused solely for the purpose of storing meter 
for EX moves. 


COMBOS YOU NEED TO KNOW 


4HiTs THITS 
TOTAL DAMAGE: 26 TOTAL DAMAGE: 39 
4 + MK >Tourou Zon (LP) Close MP linked into LK -> EX 


Flexible low combo, The first Touou Zon 

slosh of the Tourou Zon (LP) has Flexible, verifiable combo of 
aslight frame advantage after it. mid level attack. Does good dam- 
Very a hit off of # + MK > — age, knocks down. 

Tourou Zan. If it hits, finish the 

Tourou Zon command and combo HITS TOTAL DAMAGE: 31 
the other two slashes. Ifitdoesn’t EX Senkuutai, juggle with eorly 
lose MP 


hit, either hesitate the follow up 
Good for going under projectiles. 


slashes to make it look like 

ou're stopping the attoc, the 

oe cake dined ioe W's possible to cancel MP into a 
Kaihou (LK) to teleport right 


either execute delayed follow. 
ups or stop after the first slash, Ke 
then ether wlk up throw or # + direcly next to. opponents os 


MK >Tourou Zon (MP). ‘hey ore flipping out of the LP 

putting Yong into prime postion 
7 HITS fo attack, + + LK (x2) > EX 
TOTAL DAMAGE: 35 Tourou Zan or Zenpou Tenshin 


linked into + + MK > Tourov 
Zon are good in this situation, 


4 HITS 
TOTAL DAMAGE: 31 


Close MK, juggle with immediate 
Senkyuutai (MK), juggle again 
with LP 


+ + LK (x2) > EX Tourou Zon 


Flexible, verifiable low combo. 
Very good damage. Knacks 
down, i ++ + LK (x2) is blocked, 
Yong remains close, walk up 
throw, walk up + + LK (x2) > 
EX Tourou Zan again, or immedi- 
ately hit MP > HP, 

Okay as an early anti-cir or after 
‘an ant-air parry, 


2HITS 
TOTAL DAMAGE: 37 


CORNER ONLY 


Byckko Soushoudo juggle with 
an early HP 


Simple high damage corner jug- 
ale. Not very useful, but the only 
decent option if Byakko 
Soushouda happens to hit while 
‘an opponent is cornered. 


SUPER ART III 
ysteeep Svea 


Yang gains two shadows that mimic his moves with a slight delay. This 
allows Yang to recover while his shadows are attacking, allowing links 
to other attacks, meaning the combo can continue for the duration of 
Seiei-Enbu. As the Seiei-Enbu time runs out, is possible to link one 
more combo that extends after the super 
ant runs out. 


Selei-Enbu cannot be comboed into, so 
there are no guaranteed setups to land a 
Seiei-Enbu combo. The best way to use 
Seiei-Enbu is to activate it after scoring a 
knockdown, As opponents get up, mix up. 
overhead, low, and cross up attacks to find 
‘an opening. Once you land that first hit, 
continue to combo until the super meter 
} runs out, You must combo many Tourou 
ons in order to keep Yang moving forward 
to stay in range, The inability to combo into 


" Seiei-Enbu is its biggest imitation. If an opponent is able to reac to al 


of the overhead attacks and cross ups, and blocks everything else low, 
Yang will not be able to initiate a combo. Yang's only other option is to 
grab them with Zenpou Tenshin in order to start the custom combo. 


If you're able to land a cross up Roigeki Shuu while in Setei-Enbu, go 
into a high/low pattern to make it difficull for opponents to block. After 
the Roigeki Shuu, land and use + + MP, + + HK. Yong hits them with 
+++ MP while his shadow is still hitting with a Roigeki Shuu up high. IF 
you are able to knock down with + + HK, Yang is in perfect position to 
super jump and cross up Roigeki Shuv again and repeat the sequence. 
Each knockdown resets the damage, so the damage potential of this 
confusion pattern is very high. 


5~7HITS 9 HITS 

TOTAL DAMAGE: 26 ~ 30 TOTAL DAMAGE: 67 

Tenpou Tenshin linked into + + Close stand strong linked into far 
MWK > Tourou Zon (HP / EX) LK Roishin-Mahhaken 


Verifiable, flexible way to land a 
Raishin-Mahhaken off a mid 
level attack, Knocks down, 


Yang's most damaging options off 
Tenpou Tenshin. Use EX wth suffi- 
ciont super meter, or HP. when 
there isn’, 


28 HITS 
HITS TOTAL DAMAGE: 42 
TOTAL DAMAGE: 49 Activate Seiei-Enbu, UOH, Tourow 
++ LK $+ UK > Tenshin- Zon (LP), Touro Zon (LP), 
Senkyutai Tourou Zon (LP), Tourow Zon 


(UP), Tourou Zon (LP), Tourou. 
Zon (LP), Tourou Zan (LP), + + 
MK > Tourou Zan (HP), > HP 
follow up > HP fllow dps 


Basic Seiei-Enbu combo that 
stat high of of cn overhead, 
41 HITS TOTAL DAMAGE: 53 


Activate Seiei-Enbu, + + MK > 
Tourou Zon (HP) > 1 Tourou 


Flexible, verifiable way to land 
Tenshin Senkyuti. Knocks down, 
10 HITS 

TOTAL DAMAGE: 47 

MP > HP > © + HP > 
Tenshin-Senkyutai 


Verifiable way to land a Tenshin- 
Senkyutai. Knocks down, 


9 HITS Zan (LP) follow up, lnk a # + LK 
TOTAL DAMAGE: 69 ~ Tourou Zan (HP) - 1 Teurou 
eK +3 Rain ekg 229 2) fallow up Ink snr 
Me ++ LK Tourov Zan (HP) > 


one Tourou Zan (LP) follow up, 
link onother + + LK > Tourou 
Zon (HP) > 1 Tourou Zan (LP) 
follow up, then finally, link link a 


Flexible, verifiable way to land 
Raishin Maha Ken. Knocks down, 


buedy ++ 1K Tourou Zon (HP). | 
TOTAL DAMAGE: 49 Pet Or. 
Zenpou Tenshin linked into + + Vari ion of the repeated. slo 

MK > Roishin Maha Ken Seiei-Enbu combo that starts low. 


Damaging option off of Zenpou 
Tenshin. Good if it ends the match, 
otherwise not recommended. 


STRATESBY 


Yong works as a rush down character, but he also has more options on 
the ground than his twin brother because of EX Tourou Zan. EX Tourou 
Zon advances Yang forward quickly and beats out most pokes. Use it to 
get in on characters in footsie games. If you ever bait out a low poke: 
‘that has bad recovery, EX Tourou Zan on reaction to counter attack and 
score a knockdown. EX Tourou Zan has good range, use it to hit any 
‘movement you see. Yang's LK is a good poke from mid range. It is fast 
snd beats many moves, and you can cance it into EX Tourou Zan to pun- 
ish ground pokes. 


From up close, keep pressure on opponents by mixing up Tourou Zans, 
overhead attacks, and throws. # + MK —> Tourou Zon (LP) is a good 
pressure tactic. It is generally safe when blocked, and moves Yang for: 
‘ward to stay close. If it hits, i's possible to finish all the hits of the 
Tourou Zan to knock down and start o wake up pattern. If opponents 
block the first hit there are numerous options such os walk up throw, 
standing punch chain, + + LK (x2), + + MK > Tourou Zan again, or 
{ump up and Raigeki Shuu. Yang’s overhead is also « good move to keep 
advancing and pressuring because of its speed and ability to go over 
some low attacks. 


Raigeki Shuu is Yang's main weapon to attack from the air and move in 
on opponents, The three variations of the Raigeki Shuu provide the abil- 
ity to mix it up against « character that likes to anti-air or parry Raigeki 
‘Shuu. Roigeki Shuu (LK) is especially useful in this situation, Jumping 
nd doing a Roigeki Shuu (LK) in front of opponents may bait out on 
‘anti-air or a jump attack that misses. Against o defensive opponent, 
whiffing a Roigeki Shuu can lead to on opening on the ground. 
Opponents may expect the Raigeki Shuu to hit and block accordingly. By 
the time they realize it isn’t going to hit, Yong is usually already on the 
ground in prime position to throw or go into + + LK (x2), or punch tar 
get chain combo. Learn the distances well for all of his Raigeki Shuus so 
‘you can gain position in front of opponents from anywhere on the screen, 


After a blocked Raigeki Shuu, Yong usually has enough frame advan: 
Jage to land and safely start his punch target chain combo, close stand 
MK ond Raigeki Shuu again, or hesitate ond Zenpou Tenshin. After the 
Zenpou Tenshin grab, Yang not only gets a combo and knockdown, but 
it also sets up various jumping cross up opportunities upon wake up. 
‘Another option is to Kaihou immediately to get back in close range. 
Against certain characters, especially Chun-Li and Makoto, it’s possible 
to connect with close MK after a Zenpou Tenshin. Super jump cancel and 
jump towards opponents and hit with Yang's air target chain. Time it so 
only the first hit of the chain connects, causing the second hit to whiff. 
Yong lands before his opponent and has the ability 10 cross them up on 
the ground. If Yang hesitates and doesn’t walk as far, he can uncross 
them up, creating an ambiquous situation. You can easily confuse an 
‘opponent's ability fo block and offen land another close MK to launch 
back into the air to repeat this sequence, Against an opponent who is 
quick enough to react fo this cross up, grab with Zenpou Tenshin and 
start over from the beginning. 


Yang does not need to rely on Raigeki Shuus fo get in as much as Yun. 
Toke advantage of his dive against characters that can’t stop his rush, 
but don’t take unnecessary risks against characters that can punish him 
for it. Yong has the ability fo advance in a cautious and safe manner 
with EX Torou Zon. However, if the Yong player is willing to take risks, 
ond is in + + MK range, cancel + + MK in a Kaihou to teleport next to 
your opponent. If you are lucky you can surprise your opponent by tele- 
porting behind them. But use this sparingly and with caution because 
Yang is highly vulnerable during Koihou. 


Yong has on interesting and effective anti air in his + + MK. Yong 
crouches really low and extends his leg forward as he kicks. Many char- 
acters have a hard time hitting Yang from the air when he is in his + + 
‘MK animation. Simply walk back a bit and + + MK jump in attempts 
‘ight as they hit the ground, Cancel into Tarou Zan to combo them back 
from where they came. 


WAKEUP GAME 


Yong can continue fo pressure opponents on wake up just like he nor- 
molly can when he is close by. But after a knockdown, Yang has enough 
time to start up a Kobokushi. Mix it up by doing the fake version, then 
going low and proceed to do Tourou Zans, or walk up and throw, or hit 
them with his overhead, 


Yang can do a similar tricky Raigeki Shuu that Yun can mid screen on a 
woking up opponent after a knock down. Jump over their head just as 
they are getting up, and Raigeki Shuu (LK) on top of them. Wait until 
Yong is past their center point before using it, At this point, Yang is con- 
sidered on the other side of them, so in order to Roigeki Shuy, you have 
to input the command for the Raigeki Shuu as if you were originally 
jumping from the other direction, What will happen is Yang will Roigeki 
‘Shuu straight down on top of them ond hit them in the back of their 
body. It looks like Yang is going to land on the side of the direction he 
‘was jumping towards, but instead he will pop back out in front at the 
{ast moment and land back on the side from which he came. It all hap- 
pens very fost and is very confusing for the woking up opponent to 
block correctly, 


Yang is much better equipped to deal with being in a woke up situation 
‘than his brother. If Yang has Roishin-Mahhaken, that is free on wake up, 
se it at will, Tenshin-Senkyutal fs more of a risk because your opponent 
can dash up and hit you on the way down if they blocked. A safer option 
{s to woit it out and look for any opening to strike. Yang hos a lot of fast 
rrormals he can rely on to get himself out of a wake up pressure situa 
fion. + + LP ond LK both come out in4 frames, and con be canceled into 
EX Tourou Zan to get « pressuring opponent off of you, His punch target 
coin is olso very helpful to get out of bad situations when up close. 


SETUPS 


Ranges stups for UOH ~ super 


Agoins! medium sized characters: 
(Zenpou Tenshin), UOH, + + LK -> Tenshin-Senkyutai 
(+ + MP + + LK), UOH > Tenshin-Senkyuta 


Against wide characters: 
(Zenpou Tenshin), UOH -> Tenshin Senkyutai 


Against Oro: 
No setup is required, UOH —> Tenshin Senkyutai works a close 
distance on crouching Oro. 


RESETS 


Reset 1: ts possible to reset the damage of Seiei-Enbu every time a new 
combo starts, Use a cross up pattern that hits high and fow at the same 
time, making it difficult to block. After a knock down (easiest to setup 
inthe corner), activate Seiei-Enbu, jumping MK ond Raigeki Shuu (HK) 
to cross up, land and + +MP + +HK. Afier # + HK knocks down, super 
jump forward and begin the sequence again with another Raigeki Shuw 
(HK). Repeat until super meter runs out. You can end the last sequence 
with a Zenpou Tenshin to get extra hits after Seiei-Enbu runs out. 


PARRY SETUPS AND TACTICS 


Yang is generally safe after a blocked Tourou Zan (LP). However, a lot 
of opponents will try to attack Yang before he con do another + + MK 
> Tourou Zan. This is 0 great chance to try to parry their incoming 
attack low, and then counter with + + MK > Tourou Zan. 


Another blocked sequence that tends to bait low attacks is after o 
blocked + + LK (x2). Try to parry your opponents attack down and 
counter with ¢ + MK > Tourou Zan, 


GROUND CROSS UPS 


Yang can cross up Tele, lex, Dudley, Necro, Hug, Elena, Chun-Ui and 
he can cross up Ora in any corer. 


FAVORABLE MATCH UP: CHUNLI 


Yang can cause Chun-Li all sorts of problems. Yang can assault Chun-Li 
from the air with Rigo Shuus. Chun-Li doesnt have ony sold anti it 
‘moves, so Yong only needs to be careful of parries and on occsional 
stand roundhouse, Mix up the Roigeki Shuus, sometimes iting, some- 
times whiffing o Raigeki Shuu (LK) in front of her face. Yang should 
“have no trouble getting in on Chun-Li. 


He can also fight at a distance against Chun-Li, using har own fighting 
style against her. Try to stay just out side of her + + MK range. If you 
see her poke, try to counter on reaction with EX Tourov Zan, Yong 
crouches pretty low down, so if you can bait out a standing HP, you can 
++ + MK  Tourou Zan underneath il. Yang’s LK is another good poke 
to uso when approaching Chun-Li. Cancel into EX Tourou Zan to be safe, 


If Yong is able to launch Chun-Li into the corner with a close standing 
NK, he can juggle her wit all 3 hits of his Tourou Zon (HP). For an even 
flashier combo, Connect with o Kobokushi in the corner, then proceed 
immediately juggle with Tourou Zan (HP) slash -> LP slash follow up 
very quickly, wait, HP slash > LP slash follow up again, then juggle 
with one LP slash, then hit HP 


UNFAVORABLE MATCH UP: KEN 


Yong doesn’t have very many safe offensive options against Ken. Using 
Raigeki Shuu leaves Yong wide open to anti air Shouryukéns, jumping, 
‘attacks, and random EX Tatsumaki Senpuu Kyokus. Yang's ground game 
is not any sofer: Ken already out distances Yang with his + + MWK, But it 
is Ken’s super art 3 that shuts Yang down. Yang can not advance on Ken 
‘with his Tourou Zan because Ken can punish the recovery of the MP, HP, 
cand EX versions. 111s really hard for Yang to ever got close to Ken, 


For Yang to win this match up, he hos to rely his pokes more than ever. 
Be patient and try to counter the recovery of one of Ken's + + MKs with 
‘an EX Tourou Zan, IF you can score a knock down, Yang has a chance to. 


‘get in close and mix it up with throws and # + MK short Tourow'Zan, © 


But once Yang gets pushed away again, it will be hard to get back in. 
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Ucser 


NORMAL MOVES 
STANDING 
HP is a decent poke with good 


range. From the right range, it 
beats low attacks clean, 


STANDING CLOSE ose 


Close MP is Yn'sbest cose mid- [STARTUP GOVE 


level attack. It hos a decent 44 M44 M44 
Pe of frame Fete r 
after, allowing you to verify an 
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0 (x2) > Zeshou Houho (LP). se Strong 
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‘onti-ir or a safe mid-level attack 
‘on woke up. Whether it hits or not 


MK travels upward and covers a 
significant area, Good against 
anticipated jumps at a close 
range. Hits most crouching char. 
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blocked, START UP 
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Command attack that moves Yun far forward with a Kobokushi. Very 
good range, slow start up. Has the added bonus of bieng able to beat 
jumping cross up attempts because of the hit box behind Yun. Very 
risky attack, heavy recovery, vulnerable to jumps. Use with caution. 


START UP cc: 


Fairly good speed for on overhead with good range. Can be done 
from rather unexpected ranges. 


Button strength controls the angle Yun dives at. Yun’s game revolves 
around tis attack. Use to get cose quickly afer « sucessful knock 
down, Can be used in an offensive manner to get close and stay on 
top of opponents. Depending on how close this move is done, and how 
high up the move is blocked, the Roigek Shuv corres varying frame 
advantages / disadvantages. It’s important to learn to pick the right 
kick strength from different distances so that this move always hits 
late. Also, because of the varying angles, use Raigeku Shuu to set up 
high/low/throw guessing games by simply whiffing a Raigeku Shuu, 
landing, throwing. 


198 


++ + LK (x2) is one of Yun's only 
safe options to land super arts off 
‘of a low attack. Use it for set ups 
nd guessing games, lke + + LK, 
command throw, or + + LK, MP, 
HP > + HP chain, 


4+ + MK is Yun only decent low 
poke. Although somewhat slow, 
4+ MK EX Tetsuzankou or 
Sourai-Rengeki can be used to 
punish whiff if done eorly. 


JUMPING 


THROWS 


SPECIAL MOVES : 
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Pressing two punches instead of one fakes the attack, 
‘cancelling it just before the punch. Very slow start up. 
Extremely good priority because of its large hit box. 
Can be used from for away in anticipation to beat a 
jump in or an attack with range, Although risky, 
Kobokushi can bo canceled into from LP > LK > 
‘MP target chain, Fake in the same situation to keep 
players from porrying the polm thus, allowing you 
to mix up with o walk up throw or + + LK (x2). 


Nishou Kyoko 


Button strength determines the speed and distance it 
travels. Very fast on start up, heavy recovery. Good 
for ground combos and some juggles. Use the LP ver- 
sion to punish some whiffed attacks. 


unn 


The MP, HP ond EX versions af this ctack oreo jug- 
gle set up. Button strength determines how far the 
‘move travels Con be used to travel under fireballs in 
limited manner. the LP version is especially useful 
in combos with super arts. The EX version gels a 
HUGE speed and distance increase, for 
punishing whiffed attacks from far away 

vunder ole ‘Safe from most ever 

handful of super arts if blocked, 


Yun’s most damaging, comboable special. The nor- 

mol version has some use in combos versus standing 
characters and some juggles. The EX version gels a 
speed increase ond allows for juggles after it hits, 
Good! os ant-i, and somewh 

but whiffs versus som 


Command grab that switches sides with opponents 
cand leves them open fora combo. Incredibly useful 
‘5 it can lead to major damage off of a throw. Has 
slightly more range than a normal throw. 


SUPER ARTS 
SUPER ART | 
aeetseep outa] 


You-Hou is only three hits, but those hits do an incredible amount of 
damage. The lost bit sets up a juggle state to continue a combo. A basic 
finish is Tetsuzankou (MP), Zeshou Houho (LP). You-Hou conveniently 
combos off both of Yun's LP LK, MP and MP HP + + HP target chains. 
It’s also possible to juggle an opponent with 
You-Hou after Yun's neutral throw before 
they hit the ground. You-Hou has a solid 
window of invulnerability at start up. Use it 
to blow through certain attacks, or as a 
solid onti-air. You-Hou is so strong that it 
has 100% combo possibilities on Akuma 
‘ond on a morphing X.CO.PY, Twelve. 


You-Hou's main flaw is the length of the 
bor: It takes o fairly long time to build up 
enough super meter to use You-Hou. When 
‘Yun doesn’t have any super meter, he can: 
not do any damaging combos. At those 
times he’s not intimidating enough to discourage wake up moves and 
‘random attacks because of the low risk/reward ratio. 


Recommended Super Art: Genei-Jin 


Genef-Jin is so good that there is no need to ever pick You-How 
or Sourai-Rengeki. The damage potential is great and the super 
meter is short. Expect to refill super meter in no time after a 
Genei-Jin combo. Genei-Jin is deadly when comboed, and 
colways scary whenever and wherever activated. 


TARGET COMBOS 


JUMPING LP > HP 


Decent two hit jumping attack versus players who 
anf-airpary often. Can be usd in juggles. 


+P > + +HP 


Not so good, safe three hit chain. Does mediocre 
damage, but able to be parried high or low. 


++HK > HK 


Two hit chain starting off a sweep. Decent damage. 
‘Second hit has terrible recovery however. 


MP > HP > + + HP 


Three hit chain with a super art cancelable last hit. 
Third hit knocks down. Decent range and damage, 


Good way to land a You-Hou off of o mid-level hit. 
Verifiable through the first two hits. Slight frame 
‘advantage after the second hit. 


CLOSE LP > LK > MP 


Flexible three hit chain with a cancelable last hit 
Yun’s main opening for combos. The last hit of the 
chain carries a small disadvantage that is punishable 
with a fast super art or Ken’s Shouryuken (LP). 
However the chain is perfectly verifiable off of the first two hits, so 
you never need fo chain into the third hit iF i's blocked. 


SUPER ART II 
asia sep Soutien] 


Sourai-Rengeki is the perfect super art for a rush down style Yun play- 
er, Sourai-Rengeki provides three medium sized super meters, which 
frees up the use of EX moves without worrying about super meter man- 
‘agement, Sourai-Rengeki combos verifiably off of Yun's LP LK, MP tar- 
get chain, as well as + + LK (x2). Use + + 
MK > Soura-Rengeki to punish whiffed 
pokes or throw attempts, as well as stop- 
ping dashes. Buffer super art motions into 
the move when out of range for an auto- 
matic super art if it hits something. When 
Sourai-Rengeki connects, it knocks down 
cond sets up a cross up Raigeku Shuu oppor- 
tunity on wake up. Constantly keep on the 
pressure with Sourai-Rengeki, landing super 
‘art after super art if super meter permits. 


The only downside to this super art is that it 
geal towards an aggressive style of play. Against certain characters, 
especially Ken, Yun is prone to get hit by random jumping attacks and 
ani-cirs. 


COMBOS YOU NEED TO KNOW 


2HITS 5 HITS 
TOTAL DAMAGE: 20 TOTAL DAMAGE: 50 
4+ UK + + LK > Zeshou — Anticir + + MP > EX Nishou 
Hou (LP) Kaku, juggle with a semi late 
Wshou Kyoku (HK), 
4 HITS 
TOTAL DAMAGE: 25 SMT 
Close LP> IK-> MP Zeshou TOTAL DAMAGE: 28 
Houho (HP) Close MK, super jump cancel, jug- 
gle with a semi late LP > HP 
S HITS chain, 
ea et 
yoke (HK) seu TOTAL DAMAGE: 55 
Close LP > UK > HP > 
S HITS Telsuzan Kou (LP) > Souroi- 
TOTAL DAMAGE: 25 Rengeki 
Close MP linked into a for \K-> —g WiTS 
esau Hato leh TOTAL DAMAGE: 67 
S HITS MP > HP > « + HP You- 


Hou, juggle with an early 


TOTAL DAMAGE: 22 
Tetsuzan Kou (MP), juggle again 


Zenpou Tenshin linked into + + 


Hemp Tesi ined no # + ithe Zs oak HP) 
sane 7 HMTs 
TOTAL DAMAGE: 36 ieee 


4+ UK, ++ LK You Hou, jug- 
gle with on early Tetsuzan Kou 
(HP), juggle again with « 
Teshow Houho (MP). 


Zenpou Tenshi linked into + + 
MP > Sourai-Rengeki 


6 HITS 


TOTAL DAMAGE: 52 8 HITS 

Tenpou Tenshin linked straight TOTAL 

into You-Hou, when able, imme- DAMAGE: 50 
diately juggle with Tetsuzan Kou balk alk 


(MP), when you recover juggle 
sarin witha Zeshou Houho (MP) 
6 HITS 

TOTAL DAMAGE: 40 


Close LP > LK > MP > EX 
Tetsuzan Kou, juggle with an 
early Zeshou Houho (LP) 


> Sourai-Rengeki 


SUPER ART III 


Genei-Jin is arguably the best super art in the game. It has the shortest 
super meter and has the highest damage potential of any super art, 
With Genei-Jin activated, any hit can lead to a juggle stote ond a big 
‘combo, There are many ways to combo into Genei-Jin. The most offen 
used setup is to activate after canceling a 
LP LK, MP target chain and linking Genei- 
Jin hits afterwards, When juggling oppo- 
nents, after the Genei-ln fimer runs out i's 
possible to continue to juggle a few more. 
times for added hits of extra damage. Yun: 
calso starts to build up super meter with 
those last few hits. An average full Genei- 
Jin combo can replenish around 15%-20% 
of the super meter. 


15 HITS 


13 HITS 

TOTAL DAMAGE: 94 

in, + +LP > 
hop kick, 

Kets "ho kik hop kik, 

Kobokushi, Nishou Kycku (HK), 

Tetsuzonkou (LP), Dokoi, Zeshou 

Houho (LP). 


Very good damage off of a low 
ctfack in the corner. Cannot be 
porried high. Good for mix-ups 
‘against wake up parry attempts. 


TOTAL DAMAGE: 92 


LP LK, MP target chain > Genei- 
Jin, + + MP > Dakai, hop kick, 
hop kick, HP, hop kick, hop kick, 
fierce > Tetsuzankou (MP), 
Tetsuzonkou (MP), Dakai, 
Zeshou Houho (LP).. 


Basic corner Genei-Jin combo. 


18 HITS 
TOTAL DAMAGE: 75 


LP LK, MP target combo > — 2 HITS. 

GeneiJin, + + MP HP > 

Tetsuzankou (HP), Zeshou Houho TOTAL DAMAGE: 104 
(MP), MP. hop kick, hop kick, CORNER ONLY 


Dakai, Zeshou Houho (MP), close 
INK, Doki, Zeshou Houho (1). 


Basic fullscreen Genei-Jin 
combo, Has the option for a reset 
opportunity to achieve more 
meter after the combo, orto land 
‘0 Zenpou Tenshin, 


Close MK (super jump cancel) > 
Genei-in, Kobokushi, hop kick, 
MP Kobokushi, hop kick, MP 
Kobokushi,Nishou Kyaku (HK, 
Tetsuzankou (LP), Dokai,Zeshou 
Houho (LP). va 


MK must be super jump canceled 
to be able to super cancel into 
Genei-Jin. Most damaging basic 
combo that works on all charac: 
ters in the corner. Stand for- 
word is a mid attack that 
cannot be parried low. 
Good for mix-ups against 

woke up parry 
attempts, 


STRATESBY 


Yun works well as a rush down character. His Roigeku Shuu is his main 
‘weopon to attack and move in on his opponent. The three variations of 
the Roigeku Shuu give Yun the ability to mix it up against a character 
that likes to ant-ar or party the Roigeku Shuus. The short Roigeku 
Shuu is especially useful in this situation, Jumping (and) doing a short 
Raigeku Shuu right in front of the opponent can bait out and anti-air or 
jump attack that misses, Against @ defensive opponent, whiffing a 
Raigeku Shuu out in front of them can lead to o free opening on the 
ground, They may expect the Roigeku Shuu to hit them, and block 
accordingly. By the time they realize it isn't going to hit, Yun is usually 
already on the ground in prime position to throw or start a target chain 
combo, Learn the dstonces well forall of his Raigeku Shuus so you can 
{gain position in front of your opponent from anywhere on the screen, 


Yun is very much @ momentum character. When he starts Raigeku 
Shuving and scores knockdown after knockdown, itis hard to get him aff 
of you. But if he is constantly attacking, he is very open to be hit by a lot 
of random things, namely anti-irs, jump oftacks, and parries. His 
Raigeku Shuu is his best attack, but also his most vulnerable move, 
Someone with quick reflexes can either parry, or immediately jump upon 
seeing a Raigeku Shuu. When this starts happening, itis very hard for Yun 
{0 continue attacking to keep his momentum going. Raigeku Shuuing 
from the oir is Yun's best avenue of attack. His ground game is rather lim: 
ited. Random Tetsuzankou (MP)s from time to time can help get Yun in, 
but they canbe parry bait to someone who is looking out for them. 


ADVANCED TACTIC: KARA KOBOKUSHI 


With basic and easy to do Genei-Jin combos, Yun alroady has the high 
est damage potential in the game, But there is a technique he can use 
to further increase the damage of his Genei-Jin combos. Kobokushis are 
Yun’s most damaging move, In most Genei-Jin combos it is ideal fo do 
cas many Kobokushis as possible, But Kobokushis move Yun away a sig- 
nificant distance to where he can't normally follow up with another 
Kobokushi without first doing a few moves that progress him forward a 
bit. Yun can get around this by kara canceling into a Kobokushi with 
‘moves thal move him forward. By kara canceling, Yun can do repeated 
Kobokushi Genei-Jin combos for insane omounts of damage, 


There are two methods to kara palm, and they are both equally hard. 
The first method is as follows: While in Genei-Jin, do o for MP and can- 
cel it into LK and cancel into Kobokushi. You have to hesitate in cancel- 
ing the MP in order to allow ito move Yun forward far enough. The LK 
‘needs to be cancelled immediately into a Kobokushi in order to give Yun 
enough time to juggle the opponent. A technique to help make this a lit- 
tle bit easier is to hold down strong. Then when you press short, hold 
that down to prevent yourself from negative edging a Zenpou Tenshin 
‘accidentally. Then as you go to press punch for the Kobokushi, first let 
go of strong to get the negative edge, then drum jab and fierce to help 
with the timing of it. If done properly, after the MP. you should only see 
‘the LK for a fraction of a second before the Kobokushi comes out. 


The second method is: While in Genei-Jin, do o MP and cancel it into Low 
roundhouse and cancel into Kobokushi. Like the previous method, make 
sure strong has enough time to move Yun forward before you cancel it. 
Try to hit roundhouse at the DB part of the Zenpou Tenshin input. Hold 
roundhouse fo prevent any negative edge. Then drum all three punch- 
5 to hit the Kobokushi at the right time. If done properly, you should 
hear Yun give his famous "Whoo" yell before being interrupted by the 
Kobokushi sound. 


ADVANCED GENEI-JIN TACTICS 


While Genei-Jin is absolutely lethal at point blank range, it also has the 
effect of allowing Yun the ability to get in on characters from o full 
screen away. Ken for example can counter all of Yun's rush-down tactics 
cand keep him away from landing combos. If Yun activates Gene-Jin 
however, Yun has the advantage now because if Yun lands any hi, it can 
lead to a high damage juggle. ll of Yun's pokes are super fast and have 
super priority during Genei-Jin, If Yun can’t get in on a certain charac- 
ter, all he needs to do is activate Genei-Jin from a safe distance away, 
then he can start his offensive rush down for free. If the opponent is 
unwise and tries to attack, they will most likely get beat by Yun's high 
priority Genei-Jin moves. With Genei-Jin activated, Yun has the ability 
to control all the space around him for the few seconds it lasts. This 
should be sufficient to get close to the opponent and score some dam- 
‘age as well as.a knock down. Then Yun can safely mount an offensive 
strike as the aggressor ina wake up situation, If Yun starts to get in 
trouble and loses his momentum, he can simply wait until he refills his 
meter and can activate Genei-Jin again before he tries to attack again, 


Another way to score damage during Genei-Jin when the opponent is 
blocking is to go for lots of hop kick overhead attacks. Yun’s overhead 
comes out fost and does good damage. You can “hide” the overhead by 
doing a MP first and canceling into the overhead. After you have trained 
them to look for overheads, you can start to mix it up with low attacks 
into either Dokai or o Kobokushi. If they anticipated wrong and blocked 
high thinking an overhead was coming, you will knock them over and 
initiate « Genei-Jin juggle combo opportunity, 


WAKEUP GAME 


When Yun knocks someone down, he has a huge bag of tricks he can 
rely on to continue to score damage and apply pressure, His Raigeku 
Shuu is his most useful weapon, In the corner, Yun can cross up slearly 
every character with « properly timed Raigeku Shuu on wake up, If the 
6055 up hits, follow up with a combo, If they block, Yun has many 
options. Since Yun is in the cornet at this point, he can Zenpou Tenshin 
nd flip over them, and combo them back into the corner and repeat the 
‘whole process. Yun can also tick into Zenpou Tenshin to mix it up. Stand 
jab, + 41K, ond + + MK are good tick throw setups. Another option is 
to immediately do close stond forward after a blocked Roigeku Shuu. 
You can super jump concel the MK and Raigeku Shu them again 


When Yun is the one knocked down, he has very few options fo get a 
character off of him. His only decent move in this situation is an EX 
Nishou Kyaku. But itis very vulnerable if it misses. It will tend to miss 
if the opponent is crouching. A better option isto wait it out and block 
‘and look for a safe opportunity to attack. If you see your opponent 
stond up to either throw or gain position, immediately + + LK > 
Sesstou Hohov. Other than these options, Yun isn’t the best character at 
dealing with being cornered. 


SETUPS 


Ranges setups for UOH -> super 


Against medium sized characters: 
(Zenpou Tenshin), UOH, + + MK -> Sourai-Rengeki 


Agoinst wide characters: 
(Zenpou Tenshin), UOH, + + MP > Souroi-Rengeki 


Against Oro: 
No setup is required. UOH ~> You-Hou or Sourai-Rengeki works at 


close distance on crouching Oro. Yun can even do UOH —> jab, 
short, strong target chain > Genei-Jin on crouching Oro. 


RESETS 


Reset 1: If Yun is able to catch an air borne opponent with a jumping 
IMK, and lands before they do, he can activate Genei-Jn before they 
Jond and Zeshou Hauho to juggle them before they hit the ground. They 
‘are now in a juggle state for Yun to continue comboing them. The oppo- 
nent con parry the Zesshou if they anticipate if, but itis 3 hits and comes 
‘out fast, so itis difficult 1o see and do. 


Reset 2: During a mid to full screen Genei-Jin combo, Yun can reset the 
juggle, causing the opponent to flip back and recover. Yun can then hit 
them before they land on the ground to start a new Genei-Jin juggle 
state, You will know if you are successful if the combo counter restarts 
back at 0 hits, The reason you would want to reset the combo is because 
scaling of the super meter is olso reset. When Genei-Jin ends, Yun con 
land a few extra normal juggle hits before the opponent hits the 
ground. Those hits give Yun back some of his super meter. The amount 
of meter he gets por hit is dependant on how many total hits the combo 
‘was, Refiling the super meter has hit scaling similar to damage scaling, 
But in a reset combo, all of this is reset as well. So each hit after the 
‘eset gives back 0 ton of meter because the combo is starting over and 
is only a few hits at that point. 


PARRY SETUPS AND TACTICS 


IF you activate Genei-Jin while the opponent is blocking, do some over- 
heads and then hesitate, Make it look like there is an opening in your 
pressure tactics to bait them to hit you. Most opponents will do a low 
move to try to hit Yun during or after an overhead. This is when you 
down parry. If they stuck out a low poke, you can then + + MK > 
Dokai to launch them into the corner and initiate a juggle combo. If they 
do nothing and continue to block, simply continue on with your barrage 
of GeneiJin attacks. 


Yun on cross up Twelve lex, Dudley, Necro, Hugo, Elena, Chun-Li, and 
Oro in any comet, 


Yun can cross up tbuki, Yun, ond Yang only in his own corner. 


FAVORABLE MATCH UP; CHUNL/ 


Chun-Li controls the ground, but Yun doesn't primarily attack from the 
ground, Yun can successfully attack Chun-Li from the air because she 
doesn’t have any solid onfi-cir moves. Use Roigeku Shuu on her, Be 
careful obout Roigeku Shuu being partied, but whiffed Roigeku Shuu 
(LK) can overcome this. Even if Chun-Li is successfully stopping Raigeku 
Shuv rushes, Yun olvays has the option fo run away and build super 
moter, 


‘Avoid having Raigeku Shuus parried or countered to be able to handle 
Chun-Li without many problems, One thing to be careful of is Chul-Lis 

low jab. I’ the quickest normal move inthe gam ond beotd out mony. 
Y's tacks in Genin, Option down par during blacked Gene Jin 
ssaquences to neutralize this threat ond land bi 


Yon has 0 hard time tang Ken viet Con in activated, Ken's 
Shouryuken (HP) cavers plenty of ground, perfect for punishing whiffed 
Raigeku Shuv (LK). Yun must he careful every time he jumps. Ken's 
jumping HP and HK consistently stop Yen from jumping in and Roigekw 
Shuu attempts. Also, since Yun spends so much time in the air, he is ot 
risk for random jump EX hurricane kicks. Getting in on the ground is not 
ny easier, Ken keeps Yun away with low MK, 


For Yun fo win this match, he must run away. Only attack when it is safe, 
meaning with Genei-Jin activated. Keeping Ken away long enough to 
build up super meter is no easy task. Play carefully with patience, wait- 
ing for the right times fo attock. 
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NORMAL MOVES 


STARTUP (6 ff 

DED eED) 
cuarp(w fag GUARD ‘W/L 
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START UP 


COSTUMES 


SPECIAL NORMALS 


START UP f 
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CROUCHING feat Low Job 
STARTUP (3 (fa 
(Gene 


> | {PARRY (1/ 


9 | (GUARD /‘W/L 


SPECIAL MOVES 


(facing left) s x > +P Geyorkinesis 


(facing right) + = > +P Pyro-kinesis 


(smrrur (556 
(jenanan) 


JUMPING 


4+HK 


START UP 


START UP. 


‘4 2 hit projectile with fire elemental properties 
launches from Gills fire side. Button strength used 
determines the angle of the projectile, 


____Gyber Lariat} 


HNP 


A 2 hit projecile with ice elemental properties 
Jounches from Gill's ice side, Button strength used 
determines the angle of the projectile, 


Psycho Headbutt 


teedP 


++ HP 


GUARD (A 
sal (PARRY (7H 


THROWS 


S/S HP + LK Guilty Bomb 


[— I} 


fst ve (Sf 
5) 


gle an airborne opponent. 


(Fire elemental from left side. Ice elemental from 
right side.) 


Cyber Loriat hits at two different points in the move, 
which cause different effects. Hitting early in the 
move knocks down. Hitting later in the move knocks 
down opponents in the air and causes a juggle state. 
It can also hit for twice if positioned right. Cyber 
Loriat can be done multiple times to continue to jug- 


Gilumps and racks opponents ofand on them wth 
1 devostatng knee drop. 


Gill knocks opponents into the air with a flying heat- 
butt and puts them in a juggle state. Con be used os 
‘anti-air or to continue juggle combos, 
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SUPER ARTS : 


SUPER ART AVAILABILITY 

Gill never need to choose superar, he always hos acces ool three. 

SUPER ART SUPER ART SUPER ART MAX 

bxrbuoeP Meteor Stril prrtusek Seraphic Wing] Super meter at MAX when Gillis KO'd Resurrection] 


Gill summons o meteor shower from the heavens. If any meteor hits, it The ultimate super art because Gillis completely invulnerable, Seraphic If Gill loses all of his lifebar, but has a full super meter, his Resurrection 
initiates « juggle state ond allows the meteors that follow to combo for Wing cannot be parried. I does massive damage on « hit, and even chip super art activates automaticaly to revive Gill ond restore his health. It 
big damage. Gill is vulnerable during this super art. damage consumes around 25% of a lifebor. tokes o few seconds for Gill fo fully regain all of his health. He can be 

hit out of Resurrection before he gains all of his health back. However, 


—— 
SS 


he pushes opponents away with an invisible 
force that helps protect him while he recov- 
ers, After Resurrection, Gill cannot gain any. 
ay ‘more super meter for the rest of the round, 


TARGET COMBO 


++KK> 4+ MK + +LK > PALM UPPER 


Does not combo. Second hit is cancelable, Ok for 


p> MP 


Fast ond flexible. You can tag on another + + LK at 
the beginning for more damage. Very safe too. ‘guessing games: mix up + + LK, wolk up throw and 
++ LK Polm Upper -> Fierce Cyber Lora 


Whifsagoinst crouching characters, No real uses 


COMBOS YOU NEED TO KNOW 


3 HITS 16-18 HITS SHITS 
FHL bE LK > + EK MIDSCREEN ONLY CORNER ONLY 


Eosy low combo, Terrible damage Jump in with o semi eorly HK, Jump in with a semi early HK, 
buts exible ond very safe lon, lnk + + HP (Zhi imme- fond and ink + + HP (2 hts, 

diately juggle with a Psycho juggle immediately with an early 
OHITS Headbutt (HP), juggle again with HP. juggle again with an immedi- 
4-H (2 his), juggle with an 0” ety HP; when Gil recovers, oe Cyber Lava (LP); when Gil 
tony Psycho. Hendbut (HP), immecitl juggle wth an early recovers, jugle with HP, then 
wih Gi lands uote wih Meo Ske when Gl reco wol pond jugle oon with 
another $+ HP (1 hit), juggle 2" (ugale with + + HP (2 hits), a third HP 


dee He juggle ogin wih 0 Paycho oe 
aa wih Tt Che eat ab CP henley coo. ey di 
with Psycho Lariat (HP) cult against some characters 


' like the shotos 
aa ee Fe tase danae aly das Th Cyber Lara 
ment situations, Knocks down, ‘Most characters. The Meteor also misses one hit on 
Strike juggles rather inconsistent- some characters, though it 
ly. Knocks down. doesn’t affect the combo 


STRATE6BL rnuch, Knocks down, 


In the age of the Gods, Gill rules over all. In Street Fighter Ill: 34 Strike, Gill rules over the 19 normal characters os their supreme end boss. Gill is 
much more powerful than the normal cast of characters, He was not selectable in the arcade, however he is available as a secret character on the 
console version as a bonus feature. With his high priority attacks, huge damage off of ludicrous juggle combos, and 3 devastating super arts, most 
characters do not stand a chance against him. 


Gills body is split down the center to separate his two elemental abilities. His right side harnesses the element of fire. His left side harnesses The ele- 
ment of ice. Depending on which direction Gillis facing, many of his normal and special attacks wil change based on what part of his body the move 
originates from. The move will either have the properties of fire, or ice. 
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BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our 10° anniversary, we'd like to take this Opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you're a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish, It's about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER® 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it’s good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we wil/ read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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JOEY CUELLAR - STRATEGY AND COMBOS 

Thanks to: 

‘Alex Valle — Ryu/Ken, Mike Watson — Balrog/Ken, David Sirlin — Dhalsim/M, Bison/Vego, Chris Li-€. Honda/ DeeJay/Sagat, Mike Creque — 
Cammy/Fei Long, Derek Daniels —Zangief/Balrog, Seth Killion — Chun Li/Blanko, David Wright —T. Hawk, Artavan Mkhikian — Guile, and John 
Choi — Sagat, 


Special thanks to Alex Valle, John Choi, Mike Watson, Seth Killian, Derek Daniels, Tom Cannon, Tony Cannon, David Sirlin for being members of team 
Old School, and for keeping the Street Fighter community alive. Thanks to Shoryuken.com for being the best Street Fighter website out there and 
for letting me he a part of i. Finally, thanks to Southern Hills Golfland (now defunct) for creating the best competition in the country. 


CHRIS HAUSERMANN - MOVE LISTS AND SCREENSHOTS 

wont to thank my lovely wife Sora for all of her help and support. Marco Amitrano, Rob Ocampo, Bob Weber, and all of my friends who,played 
videogames with me back in the day. Dave Blue for his music influences and his competitive nature, My Japanese friends Toshi Kosuge, Mr. Mira, 
‘Mr. Wado, and Shinya Kuze for their friendship and countless rounds of fighting games. Special thanks fo Toki, and everyone at Capcom for their 
continued support. 
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ADAM DEATS - STRATEGY AND COMBOS 
| wont to thank Forrest Glen Walker for his help with the glossary and other technical matters. | also want to thank the Texas Street Fighter com- 
munity for keeping competition alive foros long os they have. 


MARK ROGOYSKI - STRATEGY AND COMBOS 

| wont fo thank Hsien Chang for inspiring me to always improve my game, and to all the Austin 3rd Strike players for Keeping the competitive spir- 
it alive, 

KEN SCHMIDT - MOVE LISTS AND SCREENSHOTS 

| want to thank the litle arcade next to the pizza place near Indiana University where | first encountered Street Fighter Il and its amazing ability fo 
consume quarters. Thanks fo my brother, Rick, for helping me feed quarters into that machine and keeping my interest in Street Fighter I! and its 
sequels for many years, 
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